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SignatureFX 36 

by Dave Jerrard 

More tutorials online! 
Access the area at 
www. newtekniques. 
com/bonus 




REVIEWS 



Reviews are now online 

and for subscribers only! 
www.newtekniques.cam/kDniis 



Aura is great for a lot of 
things, including signature and 
text effects! 
Pages 36-41. 
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ON THE COVER: 

This issue's caver was designed by Kyle Anderson, one of the principal leaders in the "Mission to 
Avalon" project. The character featured is Starr, who is the 1 5-year old female lead in the series. 
Besides having special training in vehicles, Starr is the Air Cycle Champion on Earth. She is also the 
chief officer for Earth Sciences in the Mech Patrol division. 



TekTalk 2 

There are some major 
changes taking place at 
NewTekniques. 

Premieres . . Online 

Check out the online 
Premieres section for 
instant news regarding new 
products! Access the site at 
www.newtekniques. com/ 
premieres. 

Renders .... Online 
Top submissions of images 
created by readers. 

ShortTakes. . Online 

The latest news and hap- 
penings in the world of 
NewTek and beyond. 

Surf Report. . Online 

The best Web sites to visit! 

Ask NewTek. Online 

Your questions answered! 




BYJOE TRACY 

Important information on 
valuable changes being 
made to fiewlekniques. 
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Mahe Sure You Have Both Shoes On! 

STRUCTURING NEWTEKNIQUES 



NBwTekniques is undergoing some major changes and a new direction 
to better meet your needs. Foremost in this new direction is that the 
magazine is no longer just a print publication! Just over half of the mag- 
azine content is now only available on the Web. When you bring the print and 
Web portions together, you get the complete NewTeknlques magazine. 



tftoiBilti Shots 1 

NewTekniques strategic new direction could best be 
described as a pair of shoes One fits your left foot 
(the print publication) and the other your right (the 
Web publication), but both woik together for the 
same purpose. Just like it would be awkward to 
walk around with only one shoe, it is equally awk- 
ward to think of NewTekniques as a prmt-only or 
Web-only publication. It is now both. 

The Changes 

We expenmented with this new direction m the last 
issue when we moved a few columns (like Short- 
Takes) to the Web, along with bonus reviews and 
tutorials. The feedback we received from readers was 
excellent, allowing us to more fully implement the 
final plans with this issue. From now on, ShortTakes, 
Premieres, and Reviews will be a part of the reader- 
only Web area, and will not appear in the print mag- 
azine. At the same time, the print side will focus more 
on tutorials and tutorial-oriemed columns 

The Benefits 

We live in a technology age where readers demand 
instant information. So why wait two months for 
product information? You need the information 
now. By moving areas like Premieres into a reader- 
only area online, we are able to update it the same 
day that a new product is announced! Furthermore, 
we can give you more pictures and more than a 
150- word description, so that you have a clearer 
understanding of the product. Reviews will no 
longer be limited to 600 words and news will be 
more up-to-the-minute. In essence, we've moved 
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the time-sensitive areas of the magazine online 
while continuing to provide you with tutorial infor- 
mation on the print side. 

Another major benefit to the new direction is that 
we have effectively tripled the size of NewTekniques! 
You are getting three times more content than ever 
before! Interactivity is also a big bonus of the read- 
er-only online area. For example, in our "invasion 
America" article, you can click on the name of a 
person quoted to instantly get a picture and bio of 
that person! 

Auessingthf Site 

Your gateway to the online reader-only area of 
JVeivTeJrniques is www. newtekniques.com/bonus 
From here you will be required to look up a password 
in this issue in order to access the extra material 

The HewTehniques Experience 

We like to refer to the combination of the pnnt 
publication, reader-only online area, and main 
Nev/Tekniques Web site as "The NewTekniques 
Experience " We try to be more than a publication, 
staying on top of technology advancements and pro- 
viding you with information and tutorials of the 
highest quality in the quickest manner. 

Thanh Tab? 

Thank you for your continued support of 
NewTekniques and be sure to keep both shoes on! 
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Digging deeper into LScripl 
to enhance a Modeler LScript 

that allows you to select 
aoinls radially. 



BY BOB HOOG 



Figure 1: The Radial Select 
requester panel 



Enhancing the 

RADIAL SELECT SCRIPT 



An LScript that performs a complex or repetitious function can often 
save you hours of tedious manual work. If this same script were to 
enable the user to control its behavior, by providing a means of alter- 
ing the script's operating parameters for instance, then it would add a whole new 
dimension of usefulness. 



In the last column, we exam- 
ined a Modeler LScript that made 
possible the task of selecting 
points in a radial fashion. In effect, 
we augmented Modeler with a 
new means of selection. However, 
our script suffers from a program- 
ming syndrome known as "hard 
coding," wherein operational val- 
ues are built directly into the 
source code. In order to alter any 
of these parameters, you must 
alter the source code, making for 
bad code design in anything but a 
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hack or quick prototype. It is time 
to remedy this design flaw 

Putting On A Good face 

The human-computer interface 
is the subject of many books and 
lectures, and has become both an 
art and a science in its own right. 
If humans could not comfortably 
and efficiently interface with the 
tools they create, then most tools 
would be useless. The same holds 
true for computers. 

The LightWave 3D plug- in 
architecture provides the means of 
constructing such an interface, 
and is commonly referred to as the 
"requester" system. Plug-ins under 
both Modeler and Layout have 
access to this requester system. In 
the case of Modeler, however, two 
such systems are available: the 
built-in requester interface, and 
the global-class Lightwave Panels 



plug-in. For our current purposes, 
we will only concern ourselves 
with Modeler's built-in interface 
requester system. 

Creating a Requester 

There is a point in your script's 
processing when it will make the 
most sense to request user mput. 
Typically, this will be toward the 
beginning of the script, before any 
processing has taken place. Be- 
cause all requester dialogs in 
LScript provide the means to can- 
cel any changes to parameters, re- 
questers can also provide the 
opportunity for users to change 
their mind about execution. This 
too should happen as early in the 
script as possible. Listing 1 is the 
Radial Select script introduced in 
the last column. However, this 
version includes the enhance- 
ments that provide a requester 
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figure ■?: Rddial point selection using an origin oi <20cm,20cm,0> 



interface, as well as the ability to specify an 
arbitrary center point for the selection spheres 
To initialize a requester in Modeler LScript, 
you invoke the reqbegin() command (line 10 of 
Listing 1). This command expects as its first 
and only parameter a character string that will 
be used as the requester dialog's title. When 
you have finished using your requester, you 
need to let LScript know by invoking the re- 
quester shutdown command reqendf) on line 
25. All of your requester processing will take 
place between this pair of commands. 



Dominating lour Data 



A variety of control types are available for 
use with a requester. Modeler LScript provides 
controls for doing such things as editing a sin- 
gle line of text, entering vector values, and 
selecting from a list of choices. Each of these 
types of controls— as well as others that are 
available — are documented in the LScript on- 
line documentation and release notes. 

In order to enhance our Radial Select script, 
we will provide script users with the means to 
specify the inner and outer radius used to 
locate points. We will also offer the user the 

6 NcwTekhioues August/September 1998 
wwwnewekmques com 



ability to specify an arbitrary center point, 
about which the radii will be applied 

Currently, the inner and outer radii values 
are hard-coded directly into the script. 
Referring to Listing 1, you will note that we 
established these values (on lines 6 and 7} by 
assigning them to variables. Our enhance- 
ments have also caused us to add a third vari- 
able on line 8 to contain the center point (as a 
vector) of the selection. 

A value contained by a variable can be 
altered as the script executes (hence, the name 
'variable'). Recall from the last column that I 
placed these values into variables, giving some 
forethought to making them alterable at some 
other point in the script. 

Our requestet will contain three controls; two 
designed to allow the user to edit a floating- 
point value, and one that will allow the user to 
edit a vector value. Requester controls are creat- 
ed by using one of LScript s ctl...() function 
calls, If controls are created successfully, each of 
these functions returns the control's identifier. 
This identifier can be used subsequently to 
retrieve the control's new value when the user 
presses the "OK" button on the requester panel. 



Referring to the control-creation functions 
found on lines 12 through 14 of Listing 1, you 
will note that all take the title of the control as 
the first parameter. The title is used to 
describe the control, and will appear to the 
immediate left of the control's editing field(s) 
when the control is displayed The second 
parameter to all control creation functions is 
the initial value of the control. By convention, 
in LScript, this initial value is typically provid- 
ed through the variable that holds it. For 
instance, the control created on line 13 is 
passed the value in the 'inner' variable to set 
the control's initial value. 



Post Script 



Once our controls are created we ate ready 
to post the requester 'panel' so that the user 
can alter our operational values. We display 
the panel by calling the reqpost() function. 
The resulting requester interface is illustrated 
in Figme 1. This function takes no arguments, 
but returns a Boolean value that indicates to 
us which of the buttons— eithet "OK" or 
"Cancel"— the user pressed to terminate the 
requester. If the "OK" button was pressed, a 
Boolean 'true* value is returned by the func- 
tion. This is interpreted as permission to pro- 
cess the values and press on with our func- 
tioning. If, on the other hand, the user presses 
the "Cancel" button, a 'false' value will be 
returned by reqpost(). Typically, you will want 
to end the script should this take place. In this 
fashion, you allow the user a way out of the 
script if they so desire. 

When you ate through with your requester, 
you need to call the reqendf) function. This 
informs LScript that you will no longer be 
using your requester panel. It can then dis- 
card any internal data or memory it may be 
maintaining for the requester. This also resets 
some internal state values within LScript so 
that it knows that a requester is not lingering 
on the screen for some reason. 

In most LScripts that contain requester 
interface code you will see the typical struc- 
ture illustrated by lines 16 through 23 of 
Listing 1. An immediate test is performed on 
the return value of reqpost() in the if() state- 
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merit. Upon a 'false' return (meaning that 
"Cancel" was selected), the script executes a 
return (line 23), effectively ending the execu- 
tion of the script. The astute reader might won- 
der at this: "What happens when the reqendO 
function is not called before the script exits?" 
LScript tries to set things back to "normal" if it 
finds that you have left things unfinished when 
the script terminates. This is true in the case of 
both requesters and MeshEdit operations, 



Chanae Is Good 



In the event that the user wishes to let the 
script perform (by pressing the "OK" button), 
you will need to get any values back from your 
controls that may have been altered. This is 
accomplished by calling the getvalue() func- 
tion. By providing the control identifier returned 
by any of the control-creation functions, getval- 
ue() will return the data that is available from 
that control. Also, because getvalue() returns 
data in the format appropriate for the control, 
you do not have to use a different function for 
each data type. Conversion of the resulting 
value is also unnecessary. If the control edits a 
vector, then getvaluef) will return a vector. 

No facilities exist in the requester code to 
allow you to determine which controls have 
actually been changed. If you really need to 
know, you must perform comparison opera- 
tions yourself, However, such comparisons 
tend to add a lot of excess code to your script, 
code that you really don't need. With limited 
exceptions, your script will always function 
properly if it simply replaces your initial values 
(stored in variables) with those contained in 
the control. Among other things, this will make 
your scnpt easier to read. 

Lines 18 through 20 of Listing 1 show how 
we retrieve our new operational values from 
the requester before we shut it down Armed 
with these new values, we are ready to imple- 
ment our final change. 

Moving Away From Home 

In the original Radial Select script, the cen- 
ter point (or origin) of our imaginary selection 
spheres resides at the "home" position of the 



universe, which is <0,0,0>. However, this 
location may not always be practical. The 
script user may have some special circum- 
stance that requires the center point of the 
selection to reside elsewhere. We have given 
them the ability to alter this center point 
through the requester panel. Now. we must do 
something with it. 

From a selection standpoint, we won't actu- 
ally move the selection spheres about in 3D 
space. Instead, we will translate the individual 
point locations such that their origin — by 
default at < 0, 0,0 >— effectively becomes that 
of the center point of the selection spheres. 
Line 33 of Listing 1 performs this translation 
on a per-point basis. 

You might recall from the last installment that 
the distance between two points in 3D space 
can be determined using the Pythagorean 
Theorem — embodied in the vmag() function. 
However, the vmagQ function only accepts a 
single vector value. This is because all dis- 
tance calculations performed by vmagQ 
assume that one of the points is always at the 
origin of the universe, <0,0,0>, 

Therefore, in order to take advantage of this 
function, we must ensure that one of the two 
points we wish to measure actually is the ori- 
gin. This is achieved by subtracting one point 
from the other, giving us the offset we need to 
get an accurate measurement. 

Figure 2 illustrates the selection that would 
occur if we were to shift the center point of the 
selection spheres from <0,0,0> to <20cm, 
20cm,0>, using an inner radius of 60 centime- 
ters, and an outer radius of 70 centimeters. 

Hext Time 

In the next installment, I will field user ques- 
tions — both basic and advanced — regarding 
Modeler LScript. 

Bob Hood is in charge olLightWave 3D's 
plug-in SDK development [or NewTek. 
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Life Forms 3 Zaps New Life into character movement 



M 

I lonster innovations have 
brought new life to Life Forms! 
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Life Forms has afways been the 
most innovative and intuitive solution 
for creating movement for 3D 
character animation. Now, Life Forms 
zaps new life into LightWave 3D! 

With this powerful movement 
tool, you'll easily imagine and 
animate 3D character movement 
in minutes. You'll sculpt and blend 
mocap data, preview your motion 
with Life Forms' built-in rendering, 
and write your creations directly 
into LightWave 3D scene files. 

Life Forms 3 is loaded with break 
through features that make creating 
and editing 3D character motion 
super-easy, yet amazingly powerful 
at the same time. Plus, you'll get 
moving right away with our unreal 
amount of ready-to-use animation 
and mocap libraries. 

To explore the amazing world of 
Life Forms3, visit our website for a 
free demo. 

You'll discover a monstrous new ability. 
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TRACY 
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SUGGESTIONS 
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jtracy@ 
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TIPS. TECHNIQUES, TUTORIALS, AND SHORTCUTS FOR YOUR VIDEO TOASTER FLYER PROJECTS 




Flyer Questions and Answers 

NEWTEK RISES ABOVE S 



Lawsuit. That one word can change a lot within the industry, as we recent- 
ly found out when a lawsuit against QuikPak brought Amiga4000 produc- 
tion to a halt, and crippled the ability of dealers to deliver systems. Dr. 
Bernhard Hembach, the German court's ESCOM bankruptcy trustee, filed the law- 
suit. NewTekniques broke the story online in an investigative report that can be 
found at www.newtekniques.com/TekTicker. 



While this situation has crip- 
pled many dealers, a backup plan 
implemented by NewTek is allow- 
ing it to continue delivering com- 
plete Flyer workstations as part of 
its bundle pricing strategy, even 
though deliveries may be slightly 
delayed. 

For full reports and updates on 
the situation, stay tuned to the 
NewTekniques TekTicker at 
www.newtekmques.com/IfekTicker. 
which is updated every weekday 
by 10 AM. 

Questions and Answers 

We have quite a batch of ques- 
tions from Flying High readers, so 
let's dive right in! 

Question: Help! All of my icons 
no longer show pictures, but only 
the names with a little frame icon 
to the left of the name. What did 
I do and how do 1 get the pictures 
back? 



Answer: This is actually a feature 
in the Flyer that allows you to view 
your icons as either pictures or 
names. In some situations you may 
find it easier to view or find clips by 
name only {Rguie 1), which also 
allows more icons to fit on the 
screen. So NewTek implemented a 
quick shortcut to change between 
the two. Just to the right of your 
spacebar is a key with the letter "A" 
on it — this is known as the "right- 
Amiga" key: Hit it once and your 
icons will immediately change to 
pictures! Hit it again and it will 
change back to names. You proba- 
bly accidentally hit this key, which 
caused the change. If you go to any 
of your other directories (like your 
Effects directory), this feature can 
also be applied there! 

Quest/on: I'm thinking of upgrad- 
ing my Toaster to a Flyer, but 
don't know if my system is com- 
patible. Any suggestions? 



Answer: Great news! NewTek 
has created a disk called "Do You 
Have What It Takes To Fly?" that 
will tell you if your system is 
Video Toaster Flyer ready. Best of 
all. the disk is free! So if you are 
thinking of upgrading to a Flyer 
(and now is the best time with 
NewTek's pricing strategy still in 
effect), then call 1-800-TOASTER 
and request that you be sent a 
copy of the "Do You Have What it 
Takes To Fly?" disk. 

Question: Every time I use a 
scroll, my project requires 20 extra 
seconds at the end of the scroll in 
which it does nothing! I tried 
'Aussie's CG Scroll Timing Tip" in 
your book, but it didn't work for 
me. I need my project to break 
free one second after the scroll 
ends, but nothing I do helps. 

Answer; Aussie's CG scroll tim- 
ing tip is an excellent one. but it 
does require exact precision in 
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order to work. If you can't get it to 
work in your situation, my advice 
is to record your scroll to tape and 
then back to the Flyer. This will 
give you much better control of 
the scroll in your project and 
allow you to fade out when you 
want to! 

Question: Whenever I cut a large 
number of clips, the sequence 
from the order I cut them is scat- 
tered on the drive. Is there a way 
to force the Flyer to recognize the 
order in which they are cut? 

Answer; Yes. The secret is in how 
you name the clips. Let's say, for 
example, that you took a trip to 
Disneyland and you recorded the 
clips in the order the events were 
filmed. In this case, you would 
make sure that each clip name 
started with the word "Disney- 
land." 

Then you would add a three-digit 
number to the end of the name. So 
the clips would be named "Disney- 
landOOl," "Disneyland002." "Dis- 
neyland003," etc. When you cut the 
clips to your drive, they will all be in 
sequential order. 

Question: Some of my clips don't 
have a picture on them. Instead 
they have a film frame symbol. 
Why is this and how do I get a 
picture on them? 

Answer: First, check each clip to 
make sure it isn't corrupted. Do 
this by opening the clip ;n the 
project window and scrolling 
through it to make sure it is a per- 
fect record. If you see glitches or 
other problems, you must imme- 
diately delete the clip and any 
other problem clips. Then you 
need to move all your clips to 



another drive, reformat your now 
empty drive, transfer the clips 
back and reformat the other 
drive. This is to be safe, as some 
clip problems can actually infect 
other clips in your project like a 
virus if you don't take care of it 
immediately! This is a very rare 
occurrence, however. 

Most likely your clips are fine. If 
this is the case, there is a 
chance-icon procedure you can 
use in order to change the frame 
symbol to a picture! Follow these 
steps, which I am pulling out of 
pages 6-20 of the "Flyer Mastery 
Guide — Version 2.0": 

I Go to your ARexx folder and 
• double-click on "Change 
Icon." You will be presented 
with a requester asking you 
to choose a clip to change 
its icon {Figure 2) 

1 Click on the drive folder that 
• contains your clip, find the 
clip, then click on the clip 
once. The name will appear 
in the requester. Click OK. 

5 You will be presented with a 
< scroll bar. Move the scroll 
button to the left or nght. On 
your program monitor, you 
will see it scrubbing through 
the different pictures on your 
clip. Stop on the picture you 
want, then click Continue. 



4. 



To see the finished results, 
you must "refresh" your 
drive. Do this by clicking on 
the drive's folder tab. It will 
refresh and the new icon 
will appear on the clip! 

Framestores: If a Framestore is 
missing an icon, you can get it 



back by loading the Framestore 
into ToasterPaint and then resav- 
ing it. 

Question: How come my project 
length is showing longer than it 
actually is? 

Answer: Your video and audio 
clips determine the project 
length. This means that if you 
have a 10-second video clip in 
your project and a three-minute 
audio clip, it will show your total 
project time as three minutes. But 
if you edited your audio clip down 
to 10 seconds then the total 
appropriate project time of 10 sec- 
onds will show. 

Question: Sometimes, for no rea- 
son, my screen starts jittering. 
How can I stop this? 

Answer; When your screen starts 
doing the jitters, hit the spacebar 
and It will stop. 

Question: Is NewTek working on 
Flyer 5.0? 

Answer: It is my understanding 
that NewTek is continuing to 
improve the Flyer for current 
Amiga Flyer owners (like you and 
I). When, where, and what will be 
included, are the questions to 
which I do not have the answers. 

That wraps up this print edi- 
tion of "Flying High," but the 
information doesn't end here. 

Remember that Newiekniques 
is now a joint print and Web pub- 
lication, so there are more good- 
ies for you at www.newtekniques 
com/bonus. 

Joe Tracy is author of the Flyer 
Mastery Guide. His Web site is at 
www.studiovisions.com. 
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Mission to Avalon 



CodcWorks Brings the 
Dream to Life 



By Did De ]ong and Molly Drnkins 



fade in: The year is 2165 and five intrepid adventurers are overcom- 
ing seemingly insurmountable obstacles to reach the Alterra, an 
interplanetary vessel that will take them and thousands of others on 
a mission to Avalon. 
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Cut to: Present day, Austin, 
Texas and six dauntless dream- 
ers are prevailing in an alien 
environment, against all odds, 
to launch "Mission to Avalon," 
a LightWave 3D animated chil- 
dren's television series. 

In this "art imitates life" sce- 
nario, the real life creators are a 
team from CodeWorks, a divi- 
sion of a multimedia company 
named Human Code in Austin. 

"Mission to Avalon" com- 
bines story elements of grand 
space opera with the strikingly 
visual style of Anime. Though 
"Avalon's" artists, Kyle Anderson and Sergio 
Rosas, have captured the wide-eyed, tousled- 
hair Anime look, the program does not share 
the blood-spurting violence often seen in its 
Japanese counterparts. (See the Anime side- 
bar: "What Big Eyes You Have,") 

"We still have the rule that nobody can 
shoot anybody," says project leader, Chipp 
Walters. 

This non-violent attitude personifies the 
origins of "Mission to Avalon." Human Code 
has a track record of producing award-win- 
ning, educational titles for clients like the 
Discovery Channel. (See the Human Code 
sidebar: "Multimedia Genes"). The original 
concept for the project was much more edu- 
cational and interactive. 

"Mission to Avalon" was first conceived as 
an online program to which children could log 
on and cooperatively solve ecological prob- 
lems. The term coined by CodeWorks for the 
experience was the Interactive Learning 
Adventure Channel or ILAC. Walters began 
making the rounds searching for funding for 
ILAC. After his talks with executives at the 
Microsoft Network and Electronic Arts. Walters 
realized that he would need to generate brand 
recognition to sell ILAC. 
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The main "Mission to Avalon" characters. "Avalon" is a new 100% 3D 

anime style TV cartoon series produced by CodeWorks in Austin, TX. All images were 

created in LightWave 3D. 



"What drives brand recognition is a movie 
or a TV show," says Walters. 

So, in late 1996, Walters brought m Floyd 
Wray to write a treatment on a story about a 
Cheyenne space station, "Essentially, the orig- 
inal idea was about growing wheat in space," 
Wray says. 

"We wanted the program to teach stew- 
ardship of the Earth," says Gary Gattis, an 
original member of the "Mission to Avalon" 
team, As they began shopping the series 
around in Hollywood, the word came back 



strong and clear — "more action 
and adventure." 

With that admonition in mind, 
Wray has developed a storyline 
that he describes as a "blend of 
"X-Files' with 'StarTrek.'" Earth is 
on the brink of ecological melt- 
down when a message from outer 
space is received. Oculus, from 
the planet Avalon, offers to teach 
the best and brightest youngsters 
from Earth the techniques to 
revive the environment. 

The TV series begins as our 
heroes are racing to catch Alterra, 
the transport to Avalon. Alterra, a 
giant space ring biozone, contains a wide 
diversity of terrains and climates and was 
designed to be a self-sustaining environment 
for the thousands of children voyagers on this 
mission to Avalon. 

To help maintain Alterra, a legion of robots 
or mechs are utilized. With designations like 
Springers, Bashers, and Slashers, the mechs 
come in a range of shapes and sizes. For the 

The Alterra Garden World. Little do the occupants 
know what is happening beneath them! 
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LP falls, but is caught by Thomas in 
a scene from "Mission toAvalon." 



most part, they quietly go about their tasks. But 
a virus is infecting some of the mechs and these 
Runners can become unstable and dangerous. 

The five protagonists are members of the 
Alterran Meoh Patrol (AMP) — the robot main- 
tenance crew and the first line of defense 
against Runners, Of course, the AMP has cool 
air cycles on which to cruise around. The five 
orphans are the usual suspects: LP (the Little 
Professor), an absentminded genius Science 
Officer, who happens to be a 6 year old girl; 
Thomas, 16, the chief Medical Officer and the 
resident blue-haired hunk; Stair, 15, an air 
cycle racer, heartthrob, and the Earth Sciences 
officer; Pinch, 10, the quiet "Second Wave" 
warrior; and Harlan, 13, the Engineering 
Officer and mech pet inventor. Harlan's pets 
are slightly wacky, robotic gremlins with 
names like Wiza, Skeetch, and Winkie. 

As Wray was developing the storyline, he 
says he "discovered that there was an under- 
world in the show." Subterra, the dark and 
mysterious netherworld, lies hidden below the 
seemingly idyllic Alterran surface. With 
Subterra, another layer of intrigue was literal- 
ly added to the dramatic real estate. All sorts 
of unimagined terrors and fiendish conspira- 
cies lurk in the Subterran shadows. With his 
cast of characters and multi-layered plot lines, 
Wray has created a fertile landscape for years 
of action and adventure. 

The Looh 

When Walters was doing some early 
research on the project, "I saw these great 
images of Anime characters on the Net. 1 went 
to SIGGRAPH and mentioned these wonderful 
pictures to Sergio (who was working at anoth- 
er Austin company). He said that they were 
his. Eventually our paths crossed again and I 



hired him." Rosas is a huge Anime fan as well 
as a LightWave 3D whiz. With one fell swoop, 
the Anime style and the technology to imple- 
ment that style were set into place. 

To realize the visual concept, Anderson 
transferred over to "Avalon" from a different 
Human Code department. Anderson, also an 
Anime enthusiast, brought a strong fine art 
and industrial design background to the cre- 
ative visual team. "I had very little 3D experi- 
ence up to about six months ago. Photoshop 
was my main tool. Sergio gave me a crash 
course in LightWave, If I have any questions 
about LightWave, Sergio has the answers." 

As Art Director, Anderson is responsible for 
the overall look of Alterra, including all the 
details — every building and robot, every field 
and stream. At the beginning of the project, he 
received some guidance from one of his idols. 
"Syd Mead has been a friend of Chipp's for 
awhile and he did some early design work on 
the Alterran spaceship " says Anderson Mead 
has been the visual consultant or futurist on 
Drew, 2010, the original Star Trek movie, and 
Blade Runner. "I took a lot of his concepts and 
implemented them into the design of Alterra." 



Anderson has spent a great deal of time 
thinking about the logic of the superstructure. 
"One of the things I keep in mind is the con- 
sistency of the universe. A lot of stuff in Alterra 
looks like it can work and has a function. 
Though first and foremost, it has to look cool 
and interesting," he says. "If we can maintain 
our visual quality it should set us apart." 

A big part of "Mission to Avalon's" visual 
identity is the Anime style. Rosas and 
Anderson have spent hours watching and 
studying Japanese Anime, 

"We look at the composition, the color, the 
lighting, and the emotional content of the 
characters. Japanese animators can maintain 
a level of mood with almost minimal effort," 
says Anderson. 

"At first, we tried to render it all with Cel 
Shader and it didn't look right," Rosas says. "It 
had too much contrast. So we tried a combi- 
nation with realistic 3D backgrounds and eel- 
shaded characters. It still wasn't quite right. 
Finally, we found we could get the look if we 
rendered our backgrounds in 3D but left their 
textures very flat, with no surface adjust- 
ments and with outlines turned on." 




The large robots can react unexpectedly when infected with a virus. 
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AND A HELLUVA DEAL. 

Ahead of its time the day it debuted, Video Toaster™ is still out front today. It's packed with production tools like 
LightWave 3D,™ ToasterPaint.™ character generator, ChromaFX™ and a four-input switcher with the high-end ability to 
overlay animated video transitions, scrolls, crawls, 24-bit color graphics and keys... all in real time... something no other 
comparably-priced system offers. 

Now, add NewTek's Flyer, the tapeless, nonlinear editor that records video and audio clips and places them with 
drag-and-drop ease. With dual-stream video and powerful audio DSP chips for up to eight tracks of 16-bit CD-quality 
audio, the Flyer teams with Video Toaster for incredible performance and value. 

And our new bundles make this duo more attractive than ever with prices that let you easily afford everything you 
need to complete a professional, broadcast quality video editing system. 

NewTek.. .Committed to the Revolution. 



STEAL A DEAL AND SAVE UP TO 60%. 

Old New Special You 

VIDEO TOASTER PACKAGE MSRP Pricing Save 

Video Toaster 4000, Flyer 4000, LightWave 3D and 

Amiga 4000 Tower Computer* $10,039 $4,995 $5,044 

Video Toaster 4000, Flyer 4000 and LightWave 3D $7,390 $3,495 $3,895 

Flyer 4000, Amiga 4000 Tower Computer* $7,644 $4,495 $3,149 

Flyer 4000 $4,995 $2,795 $2,200 

Video Toaster 4000, LightWave 3D and Amiga 4000 Tower Computer* . . $5,044 $3,495 $1,549 

Video Toaster 4000 and LightWave 3D $2,395 $995 $1,400 

"Monitor not included. 

All prices subject to change without notice. All trademarks and registered trademarks are the sole property of their respective owners. 
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Don't wait. To place your order or for more information, call toll-free: 
1-877-22-FLYER or visit our web site at www.newtek.com 
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To achieve that signature windswept hair 
and bangs look, Rosas models simple extrud- 
ed triangular polygons and sticks them into 
the skull, "You have to trust Cel Shader. It 
allows models to be primitive. Actually, if the 
hair is too refined, it looks like an octopus," he 
says. For movement, he uses morph targets. 
And he adds two point polygons to the scalp 
to create lines in the hair, 

"We try to stick to Anime style faces," says 
Rosas. But often, the Japanese will only use 
three mouth poses — closed, open, or gaping — 
and they don't lip sync. 



at Big Eyes You Have 




Harlan reacts to something shocking in a scene from 
"Mission WAvalon." Harlan is 5'8" and 13-years old.-, 
in Earth years that is. 

"We're using more mouth shapes and are 
lip synching to the audio. Our heads have no 
geometry for the eyes or mouth. By keeping 
the faces flat and mapping 2D images onto 
them, we get full control over our shaders. 
And we can come much closer to the Anime 
look." By using LightWave, the Avalon team 
has another advantage over traditional 2D 
Anime. "One of our most powerful tools is the 
free camera," Wray says. "We can move our 



Anime is hot. It has millions of fans in Japan and It is generating an equally fervent following around the world. Simply 
stated, "Anime" is Japanese animation. But nothing about Anime is simple. Unlike its synonym — "Japanimation" — Anime also 
connotes a style of animation. Notably, the characters are drawn with large expressive eyes, tentaded hair of multiple hues, 
hard bodies, perky breasts, elastic mouths and minute noses. 

Anime storylines are predominantly and traditionally macabre, erotic, and violent fantasies. Complicated plots incorporate 
intellectual themes from Eastern religion, philosophy, history, and mythology. With unpredictable endings, the good guys often 
get skewered and heroes rarely live happily ever after. We're not talking Snow White 2nd the Seven Dmrfs here. 

Anime means big business in Japan. Almost all Japanese people who on read consume comic boob (called manga). The 
Japanese buy an average of fifteen mangas per person per year, spending over two billion dollars. The best of the manga 
magazines are compiled into books. The favorite books are translated into Anime TV shows and made-for-video movies. A 
select popular few become feature films. 

A flashback into the art history of Japan helps illustrate manga mania. 
The lineage of mangas can be traced back to ancient Japanese scrolls (up to 
eighty feet long) that contained ink drawings depiding the passage of time. 
Calligraphy explaining the stones later accompanied the drawings. Wars, trav- 
els, romances, and biographies were ideal panoramic subjects. And, before long, 
graphic violence and uninhibited sexuality attracted a loyal mature audience. 
In the Nth Century, Toba Sojo, a Buddhist priest, enriched the medium 
when he drew caricatures of men disguised as humorous animals romping 
through political and social satires. Later, with the advances in wood block 
printing techniques, these scrolls — some colored, some not — gave way to 
books. Multiple copies of the cartoons could be printed and hand sewn into 
booklets. Soon, mangas made their way into the public marketplace. 

Political cartoons became popular during the 1 9th and earfy 20th 
Centuries. But the artistry of one man, Osamu Teiuka, popularized mangas, 
broadening their universal appeal to preschoolers as well as intellectuals. 
Teiuka reigns as the "Father of Anime." He is also called the "Waft Disney of 
Japan" which explains the mystery of those Anime eyes. Teiuka appropriated 
those saucer orbs from Unde Walt because they provided him with a canvas 
on which to convey feelings. The bigger the eyes, the more expressive his 
characters became. His eyes were not about race but about emotions. 

With a new evocative visual vocabulary, Teiuka expanded his repertoire. 
A fan of German and French "New Wave" Cinema in the 60"s, he took his 
skills, learned from drawing mangas, and transformed Japanese animation into the beginnings of Anime. 

Nowadays, you can find Anime almost everywhere you look. There are Anime toys and even Anime operas. Anime-look- 
ing characters are popping up in live action blockbuster films. In the Fifth Flement, Leeloo is classic Anime style — the hair, 
the eyes, and the costume. And in tost in Space, take a look at Penny Robinson. Hichael Jackson has borrowed the Anime 
style for his music videos. Come to think of it— the hair, the eyes, the tiny nose — isn't Hichael Jackson Anime incarnate? 
For an in-depth exposition on Anime, check out Antonia Levi's entertaining, informative tome, "Samurai from Outer Space." 
Most video stores have a growing section of Anime titles. Rosas and Anderson recommend the following for starters: Emgetion, 
Ninji Scroll Akin, and Microti II Phi. 

Check out the NtwTeiniqwVitb site reader bonus area— www.newtekniques.com/bonus— for more information on the 
"Avalon* project and to download the trailer. 



16 NfflTamouES August/September '.998 
www.newtekniQues ccm 









Eg fa ' S 




W%#\# is the tlCSf business forum that brings together 
tWO critical industry segments - COtpOtQf 6 and 

entertainment - into one powerful 

visual CQmpUtinCJ conference and exposition. 



No other event immerses you so deeply into the DCC market, its technology and its 
leading visionaries, innovators and trailhiazers. And no other event ofFers such a 
uniquely effective results-oriented reseller program. 

DCC's reseller program will help you: 

• Build new business models 
■ Identify customers 

• Work more effectively with OEMs 

• Expand your channel in the market 

• Increase profits 

• Learn productive sales techniques 

• Develop profitable business solutions 

• Fine-tune your business 

• Identify trends in the channel 

At DCC, you'll get trained, educated and motivated to full)' exploit the unprecedent- 
ed growth opportunities in Digital Content Creation. Resellers can attend focused 
seminars and exclusive functions, and meet privately with the key movers and shak- 
ers in DCC— all in one convenient location. Plus, the exhibit hall will host more 
than 100 vendors featuring the latest tools for cutting-edge digital creativity. 

LA's DCC Expo. If you're in the entertainment or corporate reseller market, it's the 
single event for capturing an entire market. 




Contact 

us today for more 

information! 

■ 

Visit 
www.dccexpo.com 

Call 800-331-5706 or 
1-218-723-9477 

outside the US • (8a-5p CST, M-F) 





A wireframe version of Harland 



camera around. We're not dealing with a tra- 
ditional eel flat plane" 

To animate the characters. Rosas plans on 
using PuppetMaster. For some of their more 
specialized needs, Chris Bohnert of the 
"Avalon" team is designing in-house plug-ins 
"Right now, I'm working on a shatter and 
explode replacement plug-in." says Bohnert. 
"We want to make sure that the plug-ins will 
work over our render farm. I've probably done 
eight or ten plug-ins already ." 

"When the plug-ins are tested, we will 
make them available to other LightWave 
users free of charge," Walters adds. Stay 
tuned to the NewTekniques Web site for the 
link to these plug-ins. 

Hollywood is on a Different Planet 

Rocketing thousands of children into space 
is easier than trying to launch a new televi- 
sion series in Hollywood, especially when 
you're an outsider. "When I started off on this 
project, everyone, including (Human Code's) 
board, thought I was a complete nut," says 
Walters. "This is a 'swing for the fences' kind 
of project." 

Even though Human Code had a great rep- 
utation, when Walters started knocking on 
doors in Hollywood, they were not welcoming 
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Multimedia Genes 



Escaping the insufferable heat suffocating the historic avenue between the Texas capitol and the Colorado River, 
visitors enter the cool, modern lobby of Human Code. A maze of sixty elegant awards, architecturally framed by see- 
through shelving, flanks ihe entry. Unlike ihe Hollywood animation houses that produce mostly entertainment and 
advertising, this Austin company focuses on education— for schools, businesses and public entities. For five yean, the 
diverse clientele has included NASA, the San Antonio Art Museum, ATST, and Time/Lilt. 

When your eyes adjust to the muted lighting, you can see that ihe office walls are blanketed with charismatic, 
innovative artwork from some ol the company's productions. "Nile: Passage to Egypt," developed for Discovery Channel 
Multimedia, is an infectious cartoon trip 4000 miles up the Nile and 5000 years down through history. "The Cartoon 
History of the Universe," a CD-ROM, covers thineen billion years with seventeen interactive games and 2000 animat- 
ed cartoons. "AARMronolog II" is a CD-ROM gallery of artist Syd Head's film work. 

Founded in 1993 by Chipp Walters, Liz Walker, and Gary Gattis, Human Code is a design firm dedicated to the 
art of interactivity. Over the yearc, it has grown to over 100 employees, now split into three main divisions. 

Human Code Austin Studios is the original core group that continues to produce titles for the consumer and edu- 
cational markets as well as business-to-business applications. Currently they are working on a hush-hush LightWave 
product for a toy company, that features animated horses. 

The company also has a division in Japan, appropriately titled Human Code japan. Sergio Rosas gave an intensive 
three month course on LightWave to the artists there, who now are planning their own Anime project. 

CodeWorks is the newest division. Along with developing the "Mission to Avalon" TV series, they have recently com- 
pleted an interactive DVD for Toshiba. Toshiba wanted a high quality title that would demonstrate the interactive capa- 
bilities of the new DVD technology. Gary Gattis used the Alterra as a 360 degree virtual environment through which 
people can navigate. The project consisted of thirty-two CDs of image files and programming code. When the Interactive 
Learning Adventure Channel gets rolling, CodeWorks plans on producing more DVDs that will complement the LAC 
experience. 

As the magazine was ready to go to press, another chapter was about to be written in the Avalon adventure. 
Currently, Human Code is negotiating with Walters to spin off CodeWorks and (he "Avalon" project into a separate 
company. Check the NtwMniquesliib site for further updates on this cliffhanger. 



him in. "LA is a separate world," Wray says. 
"We discovered it was critical to hire a 
Hollywood agent. Stu Miller came to South by 
Southwest and saw our first trailer He could 
imagine 'Mission to Avalon's' potential." 

The "Mission to Avalon' team produced a 
new trailer and Miller gave them immediate 
access to Fox, Saban. Nickelodeon, and 
DreamWorks. Their trailer raised some eye- 
brows, but nobody took the bait. "Traditionally. 
Hollywood likes to do business with people 
they know," says Mike Tolleson. CodeWorks 
entertainment lawyer. "A common strategy is 
to go into the foreign markets first because of 
the blockage in the American pipeline." 



That is exactly what Walters and Wray 
decided to do. They met with a foreign dis- 
tributor. "We received two green lights the 
day we made our pitch. Later we received a 
call saying that they wanted to fund both the 
series and the Internet project," Wray says. As 
this article goes to press, the funding seems 
imminent. 

Though Walters temains cautious until the 
check is in the bank, the "Mission to Avalon" 
team is preparing to begin their mission. 

Dick De Jong and Molly Dinkins produce video docu- 
mentaries and animations for Multimedia Associates in 
Austin, IX. and can be reached at mma@eden.com, 
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Unleash Your Creative 
Power With Inspire 3D 



As a graphics professional, you are expected to 
create dynamic print ads, multimedia productions, 
and stunning visuals for the web. Faking it in a 2D 
package falls short of what you want to deliver. It's time to 
take the 3D plunge, but you've only found under-powered 
toys that fall short of getting the job done right 

Finally, you have a choice. NewTek, the company that 
took Hollywood by storm with Lightwave 3D', has just 
released Inspire 3D 1 ". It's a powerful, yet easy to learn 3D 
program designed specifically for the needs of 
the professional graphic artist. It comes with 
an interactive tutorial that gets you up 
and running in no time. Before you 
know it, you'll be creating stunning 
graphics that satisfy even the most 
demanding clients. 



NewTek designed Inspire 3D based on its experience 
with Lightwave, the choice of Hollywood animation 
studios such as Dreamworks and Digital Domain. We have 
worked hand-in-hand with graphic artists to develop 
powerful, creative tools for more than a decade. 

Best of all, you'll find Inspire 3D works well with 

Adobe Photoshop", Quark XPress'-, Macromedia 

FreeHand' 8 , and Macromedia Director* 1 , as well as dozens 

of other programs that professionals use every day. As your 

imagination and creative needs grow, you'll find 

that Inspire 3D has the power to make all 

your artistic creations come to life. 
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BY SCOTT 

WHEELER 



The fifth installment in 

the second level ol 

LightWaue courses 

— "UghfWave 201 ." 




Prtjcti Bird: 

CONSTRUCTING THE COMPOSITE 

Welcome back. Its good to see you after the somewhat boring nature 
of the last class. Hopefully I'll make it up by showing some cool tech- 
niques (even some NewTekniques). In this class we're going to place 
our Longhouse in an outdoor environment and light it to match. Then we will be set- 
ting up for the last step, making a flock of birds fly into our Longhouse. I know I men- 
tioned last time that we would be using Particle Storm this class. After reviewing the 
lesson plan, however, I decided to save that for another class. 



Figure 2 




Figure 3 



We will be using a series of 
images to construct our compos- 
ite. These images can be found on 
my Web site (www.ubeifx.com) 
and at the NewTekniques Web site 
(www.newtekniques.com/light- 
wave201) If you can't find them at 
either of these places, then feel 
free to drop me an email at 
uberscott@uberfx.com and I'll 
send them to you. Now let's fire up 
LightWave 3D and get to work. 

The first thing we need to 
discuss for this stage of the 
project is Camera settings. 
What we will be creating is a 
large format image to pan 
across. This will, when we 
add the birds flocking to the 
Longhouse, give the scene a 
sense of depth that a straight 
lock-off camera won't. Go to 
the Camera Panel. Since the 
image we will be using as our 
background is 1338x690. we 



need to set the Custom Size to 
that number. The rest of the 
Camera Settings are as follows ; 
Pixel Aspect Ratio; 
Square Pixels 
Antialiasing: Low 
Lens Focal Length: 20 mm 
Leave all other settings as 
default. 

Now let's set up the back- 
ground. Go to the Images 
Panel and load in the image 
we will be using as our back- 
ground—this image is called 
BirchTrees.jpg. In the Effects 
Panel go to the Compositing 
Tab and set the Background 
Image to BirchTrees.jpg. This 
sets BirchTrees.jpg to be the 
background when we render. 
We also want to be able to 
see the image in Layout so 
we can place our objects in 
the right place. To accom- 
plish this we need to go to 



the Options Panel and set, in 
the Layout View Tab, the 
Layout Background to BG 
Image. Close the Options 
Panel [ p ]. Your screen 
should look like figure 1. 

With the beginnings of our 
environment taking shape, 
let's set out camera in posi- 
tion. This is not as simple as 
it may seem. Since we are 
using a generic library 
image, we have no idea how 
high the camera was mount- 
ed, at what angle it was set, 
and most importantly, at 
what lens length the photo 
was shot. We can overcome 
the first two obstacles by 
using the grid as our ground 
plane. We know by looking 
at the bottom of our back- 
ground picture that the cam- 
era is not resting on the 
ground. Therefore it must 
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4. 



6. 



either have been held by the 
photographer or mounted on 
a tripod. We'll assume our 
mystery photographer is nei- 
ther an NBA star nor a jockey 
so the camera would be 
mounted at a comfortable 
height for most people. 

Activate Camera Edit Mode 
[ Shift - c ] and enter the fol- 
lowing values for Camera 
Position: 
X: -1.6m Y: 1.5m Z: -2.4 

We can now see the grid in 
the lower portion of the 
screen. To check how good 
our camera position is, we 
need to increase the Layout 
Grid. This is accomplished in 
the Options Panel's Layout 
View Tab. Set the Layout Grid 
to 100x100 and close the 
panel [ p ]. Your screen should 
now look like Figure 2. 

So far so good. The camera 
Just needs to be nudged 
down a little bit to line up 
with the horizon line of this 
picture. 

Still in Camera Edit Mode 
[ Shift - c !, set the Pitch of 
the camera to (-2.4) and 
make a keyframe at frame 
1 Return. Return ]. 

This would be a good time to 
Save [ Shift - s 1 our scene. 
Call it LongHouse_Pass01.1ws. 
Since this scene will render 
an element used as part of 
the finished project, we 
should name it accordingly. 
The "_Pass01" gives you an 
easy way to note which parts 
need to be rendered first in 
order to finish the project. 

Now that we have the back- 
ground and the camera 
under control, let's add our 
Longhouse to the scene. Go 
to the Objects Panel and load 
in LongHouse_Final.lwo. 



When it is loaded, close the 
Objects Panel [ p ]. If all 
went well several things 
should have happened. 
Two images loaded in— 
HouseTrans.iff and 
01dwood_Seamless.iff — and 
the Grid Square Size jumped 
from (lm) to (5m) to adjust 
for the Longhouse. Your 
screen should resemble 
Figuie 3. 

In order for the whole shot to 
work, the Longhouse has to 
look like it belongs in this 
environment One of the 
most important factors is 
placement. If we put our 
Longhouse in an area it 
could not possibly occupy, 
then no matter what else we 
do it will look wonky. Wonky 
is a term used by animators 
to describe an intangible 
strangeness about someone's 
work. For example, Parker 
said "Hey Scott, your shot 
looks kinda wonky, man." 
With that in mind, we will 
place our Longhouse in a 
section of the clearing where 
it fits best. Now, enter in 
the following values for the 
Longhouse: 

Move 

X:3.9m Y: 500mm Z:13.2 

Rotate 

Heading: 36 Pitch: Bank:0 

Scale 

X: .87 Y: .87 Z: .87 

Next, make a keyframe 
[ Return, Return ] for our 
Longhouse. 

The trained mind (and after 
these articles how could yours 
not be) will notice some things 
a little strange about the num- 
bers we just entered. The first 
is that our Longhouse is hover- 
ing a half meter off the ground 
and the second is its slightly 
reduced stature. When I was 



reworking this shot for the 
article I thought about reset- 
ting the position and size 
of the Longhouse, but I 
decided that building the 
shot this way would be more 
informative. Whenever possi- 
ble, maintain real world mea- 
surements and baselines. If 
it's easier and faster to cheat, 
however, then go for it. 

Render a frame J F9 ]. Your 
rendered output should look 
like Figuie 4, Okay, one hur- 
dle down. We have our 
Longhouse in a place that 
seems reasonable for its size. 
This leads us to another trick 
of compositing. The trick is, 
whenever possible, to place 
some part of your CG cre- 
ation behind a real element 
to make the two blend 
together better. In this case 
it will be the tree that now 
seems to be magically grow- 
ing out of the center of the 
structure. In order to put the 
tree back in front of the 
Longhouse we need to load 
another image called 
B irchTrees_Alpha.iff— shown 
here as .Figure 5. 

Go to the Effects Panel's 
Compositing Tab and add 
BirchTrees.jpg as the 
Foreground Image and 
BirchTrees_AIpha.iff as the 
Foreground Alpha Image. 
Finally, activate the 
Foreground Fader Alpha 
checkbox. What the 
BitchTrees_Alpha,iff image is 
doing is allowing us to selec- 
tively place portions of the 
BirchTrees.jpg image back on 
top of our image. The pure 
white areas of the alpha 
image are opaque and the 
pure black areas are trans- 
parent. All shades in- 
between are levels of trans- 
parency. A rendered | F9 ] 




Figure 4 




FigutB 5 




Figure 6 



frame at this point should 
look like figure 6, As you 
can see, having a section of 
the actual photo in front 
helps blend the two together: 

The challenge is to make 
the Longhouse look like it is 
resting in the grass. For this 
we need to hop into 
Modeler. Once inside 
Modeler, activate the Box 
Tool in the Objects lab 
[ Shift - x | and enable 
numeric input [ n ], Input 
the following values; 

LOW 

X:-3m Y:-20cm Z: Om 

HIGH 

X:3m Y:20cm Z: 0m 

SEGMENTS 

X: 1 Y: 1 Z: 1 

Close the numeric requestor 
and Make [ Return j the box, 
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Figure 7 




Figure 8 




12 



e. 



Figure 9 



Open the Change Surface 
Panel and name the box 
surface GrassBlocker. Click 
Apply. In the Objects Tab 
select the Put Pulldown and 
export the object to Layout 
as GrassBlocker.lwo. 

We need to create one more 
object before we close 
Modeler. On an empty layer 
activate the Box Tool again 
| Shift - x | and enter the 
following in the Numeiic 
Input | n ]; 

LOW 

X: -21m Y: -10m Z: 0m 

HIGH 

X: 21m Y: 10m Z: 0m 

SEGMENTS 

X: 1 Y: 1 Z: 1 

Close the numeric requestor 
and Make [ Return ] the box. 
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Open the Change Surface 
Panel and name the box sur- 
face BackPlate. Click Apply. 
We don't need this object just 
yet, so lets save the box 
(Save As— Shift - s) to disk 
as BackPlate.lwo. 

We can now close down 
Modeler and return to Layout 
for the rest of this class. This 
would also be an excellent 
time to Save | Shift - s ) our 
scene again. 

With the GrassBlocker.lwo 
object, that we created 
already in Layout, we can 
turn our attention to surfac- 
ing Open the Surfaces Panel 
and select GrassBlocker as 
your Current Surface, What 
we want to do is create an 
object that will mask the bot- 
tom part of our Longhouse 
with the background image. 
Fortunately, LightWave has a 
texture type that makes this 
very easy. Open the Color 
Texture Panel by clicking the 
T Button on the Surface 
Color row. Select Front 
Projection Image Map for 
your Texture Type. Since our 
goal is to project the back- 
ground onto this surface we 
should add BirchTrees.jpg as 
our Texture Image. Click Use 
Texture to save the changes 
we have made. 

Moving down the list of sur- 
face attributes, we need to 
change Luminosity to 100% 
and Diffusion Level to 0%. 
What this gives us is an object 
that can be placed anywhere 
on the screen at any angle, 
regardless of lighting, and it 
will always show the back- 
ground surface. 
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To finish the surfacing we 
need to add a Transparency 
Texture Map, Click on the T 
Button on the Transparency 
row. Select Planar Image 
Map as the Texture Type. 
Click and hold on the 
Texture Image Popup. At the 
bottom of the list of images 
is an item name load 
image," Highlight this item 
and release. This feature is 
new with version 5.6. Non- 
5.6 users should add the fol- 
lowing image from the 
Images Panel — find the 
image named GrassTransiff, 
lt should look like Figure 7. 
To fit the image to our sur- 
face, click Automatic Sizing. 
This will ensure that the 
image fits once across the 
object on every axis. Our 
object is a little too wide on 
the X-Axis for just one 
instance of the image so we 
need to change that in 
Texture Size. Automatic 
Sizing has set the dimension 
on the X-Axis to be (6m). 
which is the length of our 
object. Since I have painted 
this image to be seamless on 
the X-Axis, we can change 
the value of the X-Axis to 
(3m) without worrying about 
a seam. Now our image 
repeats twice along the X- 
Axis. giving a denser look to 
our GrassBlocker.lwo object. 
Click Use Texture to close 
the pajnel. 

In the Objects Panel, save 
the GrassBlocker.lwo object 
so that our surface changes 
will be retained. Later we 
will be adding fog to the 
scene to help blend the 
object into its environment. 
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What we don't want to 
happen is for this object to be 
affected by any fog. To make 
sure this does not happen, 
check the Unaffected by Fog 
checkbox. Also, we don't 
want this object to interact in 
the environment with any 
other object, so uncheck all 
of the Shadow options on the 
bottom of the panel We need 
three of these objects to 
blend the Longhouse into the 
grass, so click Clone Object 
and enter 2 for the Number of 
Clones. Close this panel [ p ]. 

To move our blockers into the 
correct positions, activate 
Object Edit Mode [ Shift - o j 
and enter the following values 
for the three GrassBlocker.lwo 
objects; 

GrassBlocker.lwo (1) 

X: 4.425m Y: 900m Z: 8 625m 

H; -50.2 P: B: 1.9 

GrassBlocker.lwo (2) 

X650mm Y: 650mm Z:8.975 m 

H: 35.5 P: B: 

GrassBlocker.lwo (3) 

X - 1.3 m Y: 700 mm Z: 9.9 m 

H:35.5 P:0 B0 

Make sure you set a keyframe 
[ Return, Return ] for each of 
the objects so their move- 
ments are saved. If you ren- 
der [ F9 | a frame at this point 
it should look like Figure 8. 

Notice that, by having the 
GrassBlocker.lwo objects ob- 
scure the bottom of the Long- 
house, we have made a huge 
step forward in making the 
object live in this environ- 
ment. 

To further blend our object 
into its surroundings we need 
to add some fog. Open the 
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Effects Panel and select the Background 
and Fog Tab. Set the Fog Type to Linear 
and set the following values; 

Minimum Fog Distance: Om 
Maximum Fog Distance: lm 
Minimum Fog Amount; 30% 
Maximum Fog Amount: 30% 
Backdrop Fog: Checked 

What you will notice is that there is no 
depth to the fog— it spreads out at an 
even 30% from 1 meter onwaid. In tins 
case it is not necessary to have the object 
recede into a fog bank since the distances 
we are talking about are just not great 
enough. Therefore, an overall wash of 
30% will give us the blending we need. 
There is a caveat to this, though, and you 
can see it if you render [F9 ] an image or 
take a look at Figure 9. Our Longhouse is 
30% transparent. This would be fine if we 
were making an animation about a ghost- 
ly Longhouse fabled to appear only to the 
faithful, but we're not. 

We need to do several things to fix this 
problem. To start with, go to the Objects 
Panel and load in the BackPlate.lwo 
object we made earlier. We want this 
object to have the same attributes as 
GrassBlocker.lwo, so click Unaffected by 
Fog and deselect all the Shadowing 
options. 

In the Surfaces Panel, change the 
Current Surface to GrassBlocker and ren- 
der a Surface Sample | s ]. We now have 
a copy of the GrassBlocker surface in the 
bottom box of the Samples column. We 
can copy these values into the BackPlate 
surface by selecting BackPlate as our 
Current Surface and clicking on the bot- 
tom box of the Samples column. We 
won't be needing the Transparency Map, 
so remove the Transparency Texture Map 
by shift-clicking on the T Button next to 
Transparency. Close the panel | p |. 

To finish with this object move it to the 
following coordinates: 

X: -2 m Y: 2 m Z: 22 m 

Since this object is front projection like the 
grass, it is not necessary to make the 
entire object visible. 
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If you were to render a frame now 
[ F9 | it would look the same as figure 9, 
leaving you to wonder why we just added 
extra work to the project for no reason. 
Don't fret, the payoff is coming. 

In the Effects Panel under the 
Compositing Tab. click and hold en the 
Background Image Popup. Select "Load 
Image" and load in BirchTreesFog.iff. 
This image should look like Figure 10, 
Now. if we render ( F9 ] a frame, our 
Longhouse is no longer transparent — 
Figure 11. This is because 
BirchTreesFog.iff is now the fog image 
and our BackPlate.lwo object is being 
used as the background image. 
BirchTreesFog.iff is simply a blurred ver- 
sion of the BirchTrees.jpg image. 1 have 
blurred it out so that no recognizable 
features are left to make our object go 
transparent — leaving only the tonal 
ranges of the original image. With this 



technique we can use higher values of 
fog than we might otherwise, and it 
allows you to use something other than a 
single color fog or color spread with 
these higher values. 

This brings us to the homework portion of 
this class. We have gone over a lot of ground 
but we have not discussed an important part 
of the overall picture — lighting. Figuie 12 
shows the final image with completed light- 
ing. Your task is to match this image for next 
class and to save out your final version to be 
used in the next class. For continuity's sake, 
save your final image as LonghousePano- 
rama.iff. 

Home Work Hint: Examine the way the 
light is hitting the birch trees to get an idea of 
light color and direction. Also, I used four lights 
and Trace Shadows to get the desired effect. 

As always. I am available for questions or comments 
at tiberscott@uberfx.com . 
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T1TIVE TV 6 FILM FX MARKET 



A new project from 


fcundation Imaging stands 


Iq revolutionize the film 


vvarid, as wall as to spur 


dramatic changes in 


Lighfce's feature set. 



BY 
GREG NELSON 



A pilot ejects from his fighter in Vortex. 
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A LOOK AT THE FUTURE 



W 



hen it comes to using Lightwave 3D, Foundation Imaging in Santa 
Clara, CA, has always been on the leading edge. They're now work- 
ing on a new project that's going to change everything — Vortex. 




Vortex is a full-length feature 
film and unquestionably one of the 
most ambitious Lightwave pro- 
jects ever undertaken. Using com- 
pletely LightWave-generated sets 
and characters, Vortex tells the 
story of V-Force, a covert military 
operation whose task is to save an 
Earth secretly under alien siege. 
With the film, created 
by Ron Thornton and 
Steve Berg and directed 
by John Allardice, the 
filmmakers are taking 
an "any shot is possi- 
ble," approach. 

"Ron is writing the 
script as if this were a 
live action film," says 
Allardice. "He'll come in, show 
me a new version and I'll think 
"that's a great shot, I don't know 
how I'm going to pull it off.'" 

As a film, Vortex is not yet in 
production. All I saw was a seven 
minute trailer designed to pro- 
mote the concept. 

That being said, why do a col- 
umn on something that does not 
even exist? The answer — Vortex is 
the future, 



Not only is it the future of ani- 
mation, it's the future of filmmak- 
ing. With the 142 shots I saw In 
the trailer, not only was I 
impressed by the animation and 
the execution, I was actually 
entertained. It did in seven min- 
utes what most movies this sum- 
mer couldn't do in two hours. 

There are several reasons why 
Vortex works so well — the camera 
work, the character animation, the 
special effects and NewTek's com- 
mitment to making LightWave a 
better program. 

The first thing you notice about 
Vortex is the stunning camera 
work. "We had one hard and fast 
rule," says Allardice. "Never put a 
camera where we can't find a real 
one." That rule pays off in ulti- 
mate image quality, because from 
a production standpoint, it's just a 
good filmmaking practice. 

Every shot in Vortex — Steady- 
Cam, wing mounted, hand-held, 
and otherwise, is exactly what 
you would see on a real set. using 
a real camera and real equipment. 

Vortex's camera work also 
stands out due to some solid lens 



choices. "I don't think I ever went 
under a 75 millimeter — a couple 
of times I even used a 400," says 
Allardice. 

Long, telephoto lenses com- 
press an image's foreground and 
background. It's hard to describe, 
but long lenses make all the shots 
feel as if you, the viewer, are right 
there in the middle of the action. 
Check out any Tony Scott or 
Michael Bay film, and you'll know 
exactly what I'm talking about. 

On the character animation 
level, Vortex is breaking new 
ground for LightWave. Everything 
in this film is computer-generated. 
If you've ever attempted to ani- 
mate a character realistically in 
LightWave, you know it's a chal- 
lenge. Even using state-of-the-art 
motion capture equipment, the 
people at Foundation know it's a 
challenge as well. 

One of the most difficult 
aspects of CGI characteis is the 
fact that they actually have to act. 
These virtual actors need to give 
convincing performances on 
screen. To do this, the characters 
need realistic muscle tone, con- 
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The All New Club Toaster Year 3 is Now Complete and Shipping! 
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10 CDs that are Ready to Ship 



300 High Quality Backdrops 



100 New Color & Matte Wipes 



120 Real World Textures 



120 Photo Backdrops 



120 Photo CG Brushes 



38 Full Motion Backdrops 
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The backgrounds in this set are 
awesome.... The (moving back- 
drops) are fantastic. I've also load- 
ed all the color effects and from 
just the few that I've played with, 
these are also great. You really 
put your creative juices to work 
on this set of CDs." 

Fred Berney, 

Satellite Video Production 



"The effects are very cool. ..I'd never 
guess they came from the toaster if I 
didn't see them for myself." 

Lance Gray, 
Empire Productions 



"It seems to have been made with real 
world video production scenarios in 
mind. There are probably 20 soft edge 
wipes that are some of the cleanest 
and most dynamic I've ever seen on 
the Toaster. These don't look like 
'Toaster' wipes if you know what I 
mean." 

Andy Anderson, 
Endeavor Film & Video 




rs PICTURES 



Only $149 



URES 
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vincing facial expressions, and hair. For this 
task, there is no magic bullet. There is no plug- 
in called "real. p." In many cases, it's just a lot 
of bones, polygons, and simple hard work. 

A tool that is helping Foundation build more 
convincing CGI characters is its motion cap- 
ture stage. Granted, Mo-Cap isn't a new tech- 
nique, but it's literally being refined every day 
and utilized more consistently to blur the line 
between the workstation and reality, allowing 
CGI characters to move more like people and 
less like robots. 

With all the challenges associated with ani- 
mating characters for a full-length feature, 
especially a feature of the action/adventure 
genre, the question has to be asked — why not 
shoot actors over blue screen and composite 
them into CGI backgrounds? 

According to Allardice, there are a lot of 
benefits to creating and building animated 
characters. "With the way I direct, composit- 
ing real actors would be very difficult, CGI 
characters are much easier to maneuver." 

Another positive aspect of CGI characters is 
the ability to graft in certain body features and 
facial expressions from real actors. One of 
Vortex's characters looks like a stunning com- 
bination between Paul Newman and Ed 
Harris— another is inspired by Cameron Diaz, 
Yet, these characters don't demand their own 
trailers, bottled French water, or exorbitant 
salary. They just act. 

On a special effects level, Vortex will set the 
Lightwave standard for explosions, smoke, 
blood, and particle-based effects. 

One scene shows a shotgun-toting soldier 
battling a multi-leg alien affectionately known 
as a "six-pack ." The alien takes a swing, the 
soldier ducks, narrowly escaping premature 
head removal, whips his weapon around and 
gives the alien permanent heartburn. As the 
bullet tears through the dying alien's body, it 
blows out his back — you know, the blood and 
chunks shot. 

"When we received the first beta version of 
HyperVoxels, 1 was so excited," says Allardice, 




A S.W.A.T. scene from Vortex. 



"because now we can do realistic exit 
wounds." 

Another sequence utilizes Steamer to gen- 
erate particle-based smoke coming from a 
missile launched from a submarine. 

Now, in terms of actual execution, neither 
of these shots is out of reach for anyone who 
owns LightWave. Both Steamer and Hyper- 
Voxels are included with LightWave 5.6, but 
both are extremely render-intensive. 

If Vortex is going to succeed as a full-length 
feature, it will be in large part due to NewTek's 
involvement as a software developer. During 
my interview with John Allardice, 1 was fortu- 
nate enough to be in the right place at the 
right time. Stuart Ferguson and Allen Hastings 
showed up to see the trailer and hear what 
Foundation needed from NewTek. (If you don't 
happen to know who they are, go into both 
Layout and Modeler. Click on "File" and pull 
down to "About LightWave"). 

Now, I can't tell you the details of the con- 
versation, nor can 1 talk about what Ferguson 
and Hastings have planned for 6.0, but I will 
say this— if NewTek is able to answer even 
half of Foundation's needs for Vortex, it will 
radically affect what ends up on your desktop, 
in terms of functionality, speed, ease of use, 
and overall image quality. 

On almost every level, Vortex is an impres- 
sive idea. If the feature can maintain the same 
style, intensity, and quality effects as the trailer, 
they'll have my money when it hits the theater. 

It is the future of what we do. 

Greg Nelson is a principle in the LemonAid Visual 

Effects Co. and a former senior animator for 

Disney d/fx. He can be reached at 

kidneyboy@msn.cam. Read more about Vortex in the 

upcoming December/January issue of NewTekniques! 



Tips of the Trade 

You can take this one for what it's 
worth, but it has helped me a lot in the 
past. Visualize your LightWave 3D 
camera, not as something that can be 
manipulated by your mouse, but as a 
bulky, awkward Panavision Gold 35mm 
camera with a 1000-foot film load 
attached to the top. 

If you think of your camera as a tool 
with significant weight and built-in 
imperfections, you will start to move it 
like a real camera, one that is always 
fighting to keep up with the action. 

If you can replicate in LightWave this 
constant battle between gravity and the 
action in front of the camera, it will make 
your shots look significantly better. 
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Creating realistic 
shadows and lighting 

is important to your 



BY DAVE JERRARD 



Area lighting: 
A New Spin 



One of the biggest advancements in realistic 3D rendering is undoubted- 
ly the ability to render realistic shadows, with edges that blur more as the 
distance from the objects casting them increases. Called area lights, 
these new lights can simulate the lighting model of a fluorescent tube or a flat panel, 
giving size to the light source, which had always been a single point before. 



Amazing 

SPilStilllNC 
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Since the release of version 5.5 
of LightWave 3D last year, these 
new lights have opened up many 
new possibilities for artists, and 
3D imagery has never looked bet- 
ter. However, there's a price to be 
paid for that realism. These new 
lights are not fast. Nor are they 
exactly directional, which can be 
a real problem. What happens 
when your favorite "client from 
hell" wants a character to be in a 
spotlight, and insists that the 



shadows look real? Or, even 
worse, what if you don't have area 
lights available to you yet, or you 
just can't afford the render times 
involved? Here's a solution that 
will set your mind spinning, 
among other things. 

There's a little secret buried in 
LightWave that few people know 
about. Any light can be turned 
into an area light if you treat it 
right. That's correct: distant, point, 
and spot lights can all be made to 
cast those beautiful soft-edged 
shadows. 

One method is through the use 
of light arrays, where you make 
multiple copies of a light and place 
these in an evenly distributed pat- 
tern. The entire array is parented 
to a null for easy placement [Figure 
i). Each light would then cast a 
shadow slightly offset from its 
neighboring light, and these shad- 
ows, given that enough lights were 
used, would appear as one soft- 
edged shadow, with the edge 
appearing sharper near the object 
and softening over distance. 

There are a couple of problems 
with this method however. The 



first is that setting the intensity of 
these lights can be a real night- 
mare, especially if you have a lot of 
lights in the array, as each light in 
the array will have to be adjusted. 
The other problem is render times 
The more shadow-casting lights 
there are in a scene, the longer the 
scene will take to render. 

If we could generate multiple 
shadows from a single light, we'd 
solve both problems, but how? 
LightWave has already shown us 
that answer in the way it calcu- 
lates Depth of Field by jittering the 




Figure 7. 

A simple light array. 
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camera slightly during each 
antialiasing pass. Now, how do we 
make a light jitter around like that 7 

(Load up LightWave and load 
• the toys.lws scene from the 
LightWave CD, Create two 
null objects, and name one 
Handle, and the other, 
Spinner Parent the Spinner 
null to the Handle null 
Switch to the Light Edit mode, 
and reset the light's position 
and rotation to 0, then parent 
it to the Spinner null. 

IWe have just built the basic 
■. setup needed for our little 
lighting trick, so let's set it in 
motion. Open the Motion 
Graph for the Spinner null 
and create a keyframe at 
frame 1. Select the Bank 
channel, and enter a value of 
720 degrees here. Set the end 
behavior to repeat and close 
the panel. 

We didn't use a value of 360 
degrees for an important reason. 
The Blur Length setting indicates 
how far back in time LightWave 
will calculate motion. At 100% 
LightWave will calculate the 
motions of objects all the way 
back to their positions in the pre- 
vious frame. If we had our light 
rotate 360 degrees per frame, 
LightWave would render the 
entire span of that rotation with 
motion blur, A blur length of 50%, 
however, would only covet half of 
that rotation, so to get a full circle, 
we need to double the amount of 
spin. Field Rendering requires 



that we double this yet again. 
When Field Rendering is applied, 
the Blur Length is effectively cut 
in half — now being applied to 
each field. Thus, we'll need a 
bank value of 1440 degrees for the 
Spinner null if we render with 
50% blur and Field Rendering. 

)In the Lights Panel, change 
- the light type to Distant. 
Close the panel again, and 
select the light in the view 
mode. Now, switch back to 
Object Edit mode and select 
the Handle null. We'll use 
this to aim our light. For now, 
let's get the shadows to fall 
in the foreground, so set the 
Handle null's rotation to 
H: -150 and P: 50. 



4. 



Since we're using a distant 
light, only the angle is 
important, not the position. 
What we have just set up 
will now spin this light on its 
axis every frame, but the 
light will still be facing the 
same direction, which will 
do nothing special. What we 
need to do is angle the light 
slightly so it's no longer par- 
allel with the rotation axis of 
the Spinner null. We'll do 
this by changing the light's 
heading to 1 degree. Now, 
we're ready to render. 

Open the Camera Panel, and 
select Low Antialiasing, and 
turn on Motion Blur. 
(Dithered Blur will improve 
results.) Leave the Blur 
Length set to 50% and turn 
off the Soft Filter. Make sure 




Figure 2. Area shadows cast from a distant light. Not too bad, but notice the 
breakup of the shadows at low antialiasing levels. 
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Figure 3. The same scene, this time with a point as the light source. Again, 
there's visible breakup of shadows atlowAA levels. 



Trace Shadows is activated, 
then hit F10 to render frame 1, 

Rendering frame will not cal- 
culate the effects of motion blur, 
By hitting F10, we tell LightWave 
to start rendering frame 1 , unless 
we specifically enter an alterna- 
tive starting frame. Knowing this 
can make life easier by letting 
you stay on frame zero for initial 
setup without having to advance 
to frame 1 before hitting F9. 

While this renders, you'll 
notice that the shadows adjust 
slightly during each render pass, 
then get averaged together at the 
end of the frame, giving a soft 
looking edge to the shadows. We 
just used Motion Blur to calculate 
the shadows of a light from five 
(ten if you used Dithered Blur) dif- 



ferent angles and blended them 
together. At this low level of 
antialiasing, you'll be able to 
discern the individual shadows, 
particularly from objects that are 
distant from them (Figuie 2). 

Raising the antialiasing level 
to medium or high can reduce 
this. The rate that the shadows 
spread out is adjusted by the 
angle of the light to its axis of 
rotation — in this case, the 
Spinner null. Larger angles will 
emphasize the soft edge, giving 
the illusion of being lit by a larg- 
er (or nearer) light source. In any 
case, it's inadvisable to use an 
angle greater than 5 degrees 
since the individual shadows 
will start to separate, spoiling 
the effect. The shadows will not 
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be affected by the light's position 
so you can place it anywhere. It's 
only the angle that matters here. 
Since we used a distant light 
here, every object in the scene will 
cast these soft shadows — with the 
soft edge, or penumbra, of every 
shadow expanding with the same 
angle. This makes this technique 
ideal for outdoor scenes. Now, 
how about indoor ones? 



i 



Open the Lights Panel and 
. change the light type to 
Point. Now, before doing 
another render, we have to 
adjust this light's position 
slightly. First, move the 
Handle up and behind the 
objects. Try setting the null to 
X: 1.0 m, Y: 3.0 m, Z: 2.0 m. 
Now, move the light itself to 
-10 cm on the X-axis. This 
will put it off center of the 
Spinner, which will now 
cause it to circle the null in a 
10 cm radius orbit. Don't 
worry about its heading 
since that has no effect with 
this light type. Again, hit F10 
to render (Figure 3). 



By spinning this light in a tight 
orbit, we've simulated giving it a 
size — in this case, a 20 centimeter 
diameter. However, since this is a 
flat orbit, the area effect is most 
apparent from the front and back of 
this light. Shadows cast edge-on 
from this orbit will look more like 
they were cast from a linear source. 
Well keep this in mind for later. 
Let's move on to the next light type 
and really start to have fun. 

Again, open the Lights Panel 
' . and change the light type to 
Spotlight. Change the Cone 
Angle to 12 degrees and the 
Soft Edge Angle to 0. Leave 



the Shadow Type set to 
Raytrace. For this light, both 
position and orientation are 
important, so it should be 
handled a little differently 
We'll target this light to an 
object in the scene for more 
control. We'll use the 
Floor.lwo as that target for 
now. Hit F10 once again for 
another test render of frame 1 
(Figure 4). 

You'll notice that the shadows 
are virtually identical to the ones 
our spinning point light created. 
This time, however, they're con- 
fined to the spotlight's cone angle. 
Also, notice that our spotlight 
doesn't have the razor sharp edge 
we'd expect from a Soft Edge 
Angle of 0. Sure it's a little rough 
here, but by increasing the Soft 
Edge Angle slightly, we can 
improve it considerably. Let's con- 
tinue with the next test first. 

8 Open the Lights Panel again, 
• and this time, set the 
Shadow Type to Shadow 
Map. Set the Shadow Map 
size to 512 and the Shadow 
Fuzziness to 1.0 and do 
another test render by typing 
F10 (Figure 5). 

The first thing you'll notice is 
that this image rendered much 
faster than the previous ones, 
revealing an obvious benefit — 
speed, If we look more closely at 
this technique, we'll find there 
are a couple of hidden bonuses to 
using a spotlight like this. The 
first is that by spinning a shadow- 
mapped spotlight, the resulting 
shadows will actually be more 
accurate, allowing you to use 
smaller shadow maps than you 
normally could. For example, set 
the Shadow Map size to 200 and 



render a frame with Antialiasing 
turned off. In a few seconds, 
you'll have a pretty sick-looking 
shadow (Figure 6a). Compare that 
with the same shadow settings 
with the motion blur applied 
(Figure 6b). Experiment with the 
Shadow Map Size and Edge 
Fuzziness settings to see how 
these affect the shadows. 

Polylines and particles ate not 
able to cast shadows, except 
through shadow maps. With this 
method, they can also cast area 
shadows, opening the door to 
some interesting effects. 

Another added bonus is that 
now your spotlight beams can 
have a focal point applied to 
them— very similar to how a pro- 
jector focuses at a certain dis- 
tance. By using a null as a target 
for the spotlight, we have a 
means not only to aim the light, 
but also to set its focal point, 
which will be centered on the 
null. In fact, let's create that pro- 
jector effect. 

ft Clear the scene and load up 
/. the flatbox.lwo object from 
the Objects/MappingPlates 
directory. Make two clones of 
this object and position them 
similar to that in Figure 7 — 
no need to be precise here, 
we just want to be able to 
project our spotlight onto 
three separate panels at 
varying distances at the 
same time. 



It 



Create the null arrangement 
'< that we set up in Step 1, by 
creating two nulls, and par- 
enting one to the other. Once 
again, open the Motion 
Graph for the Spinner null 
and create a keyframe at 
frame 1, Set the bank to 720 
degrees at this frame and set 




Figure 4. Soft edged, ray traced shad- 
ows from a spotlight! 




Figure 5 Soft shadow-mapped shadows 
that behave like area lights. 




Figure Sa A shadow map size of 200 generates a i 
pixelated shadow. 




Figure 6b The same shadow, after being smoothed 
motion blur, looks much better. 
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JOE TRACY'S 

Flyer 

Mastery 

Guide 

Ver si o n 2 .Q 



Now available through many 
dealers/resellers and direct from 
the publisher, Studio Visions. 

Flyer Mastery Guide - Version 2.0 
offers: 

• New Chapters 

• Updated Information 

- and the Flyer Mastery CD-ROM 
full of images, backgrounds, 
objects, and other goodies. 

Cost for upgrading from the first 
book is $74.95 and must be 
ordered directly through Studio 
Visions. Studio Visions can be 
reached by phone at (800) 672- 
1 880 or at www.studiovisions.com 

New purchases retail at S"l 29.95. 



Some dealers 
are now 
bundling 
this book 
with new 
Video Toaster 
Flyer systems. 




"Simply Amazing! Who 
knew my favorite 
leisure reading would 
be a technical manual!" 



Dave Jones of Dave Jones Productions 



"I thought I knew a lot 
about the Toaster Flyer. 
I can't believe how little 
I knew. Should be 
called the Flyer's 
Bible!" 



Pete Hickerson of CVM Productions 



"I love this manual! 
Thanks so much. It 
has made my life so 
much easier!" 



"Without a doubt, Joe 
Tracy's Flyer Mastery 
Guide is the single 
most effective, informa- 
tive, biggest bang for 
the buck item I have 
purchased since 
beginning video 
productions/editing 
10 years ago." 



Earl Chessher of CORELANN Productions 





Figure 7. Our projector screen setup. 



the End Behavior to Repeat- 
Close the panel and move 
the Handle null back about 
20 meters on the Z-axis. 



!! 



Create one more null, and 
• call it Focus. Leave it as the 
origin for now and target the 
light to it. 



12. 



B. 



Open the Light Panel and set 
the light type to Spotlight 
and Shadow Type to Shadow 
Map. Parent the light to the 
Spinner null and position it 
at 50 cm on the X-axis. 
Switch the view mode to 
Light and adjust the Cone 
Angle until you have portions 
of all three flatbox.Iwo 
objects filling the view. We 
want to make sure oui light 
will shine on each one for 
this experiment. 

Position the camera so you 
can get a good view of the 
movie on all three panels. 
Open the Camera Panel and 
activate both Low 
Antialiasing and Dithered 
Motion Blur. Leave the Blur 
Length set at 50%. Use the 
settings below if you want to 



get the exact results shown 
here. 

Flatboxl Flatbox2 Flatbox 3 

X: 30 m X: 0.0 m X: -3.0 m 

Y: 0.0 m Y: 0.0 m Y: 0.0 m 

Z: 0.0 m Z: 3.0 m Z: -2.0 m 



Camera: 


Focus Null: 


H: -3.4 


X: 0.0 m 


P: -14.2 


Y: 0.0 m 


B:0.0 


Z: 0.0 m 



Spotlight: Cone Angle: 7.0° 

Do a test render to make sure 
you have light falling on all three 
panels. If not, adjust the position 
of the flatbox objects or Handle 
null, until you do. 

HFor our movie, we'll show my 
. all time favorite, The Monster 
That Mooed Manhattan 
(obviously, a Roger Corman 
flick), by loading up the 
famous GiantCow.iff image. 
In the Lights Panel, select 
this image as the projected 
image for the spotlight. While 
we're here, let's darken the 
theater by reducing the ambi- 
ent light to 5% or less. 



15. 



Before we can show our flick, 
we have one major detail to 
fix. Since our light will be 
spinning around, our project- 
ed image will also be rotat- 
ing. We'll have to counter the 
rotation of the Spinner null 
by banking our light in the 
opposite direction. Open the 
Motion Graph for the light 
and create a keyframe at 
frame 1 . Select the bank 
channel and enter a value of 
-720 here. This will cause the 
light to spin at the same rate, 



l< 



but in the reverse direction of 
the Spinner null, effectively 
canceling it out, 

Position the Focus null to the 
. same Z value as the middle 
panel, being sure to keep the 
X and Y values unchanged 
from Hit F10 and sit back. 



In a few minutes, you'll have 
an image projected onto three 
panels, but out of focus on two of 
them. The middle panel, however, 
will be sharp, since that is the 
distance we set for our Focus null. 
Try positioning the null near the 
other panels and rendering again. 
You'll find the same principles 
apply here as with Depth of Field 
for the camera. The farther you 
get from the lens, or in this case, 
the light, the greater the depth of 
field will be. The closer you get, 
the lesser the distance that will 
be in focus. 

Well, we've covered what is 
now known as the Spinning Light 
Trick, but there's another trick we 
touched on earlier. Let's go back 
to that point light source again. 
Remember how it casts full area 
shadows, but only from the front 
and back? From the edge, the 
light would seem to be a straight 
line, like a Linear light! 

Well, there's a way we can 
simulate that type of light. That is 
to simply stretch the Handle null, 
which will apply the same stretch 
factors to the path of the light, 
turning into an elliptical orbit. In 
this way, we can conform the 
orbit of the light to fit virtually 
any rectangular area, or linear 
area. However, this will only work 
with a point or spotlight. Distant 
lights will not be affected by this 
path stretching. 



In all our lighting tests, we've 
been using a low-level antialias- 
ing to provide blur to our shad- 
ows. However, they've also suf- 
fered a little due to the fact that 
we could still make out the indi- 
vidual shadows that were gener- 
ated. By using a dithered blur, we 
can double the number of shad- 
ows to further smooth out the 
look. Increasing the antialiasing 
to medium or even high will 
greatly improve the quality of 
these shadows, but at a corre- 
sponding cost in render time, 

Another way to increase the 
quality is to add a second, or even 
a third light to the null assem- 
blies, each with a slightly differ- 
ent radius. If the main light is 
placed at 10 cm, we could place a 
second light at -5 cm to act as a 
sort of counter balance. With two 
lights at low AA levels, we'll now 
generate 10 shadows, or 20 with 
dithered blur. We just need to be 
aware that we will now have to 
divide the intensity of the lights 
by the number we use in the spin- 
ning assembly since they will add 
up, quickly washing out the 
scene. We will also have to adjust 
the intensity of every light in the 
assembly to get the lighting just 
right. Luckily, for test renders, we 
don't have to wait for all those 
antialiasing passes. We can sim- 
ply turn AA off for our test renders 
and still see exactly how bright 
our scene will be lit. Then, when 
we're satisfied, we just turn it 
back on, activate motion blur and 
let it render- 
So we've been blurring shad- 
ows all day now, but what's the 
point if we have Area Lights in 
LightWave? In one word, speed 
Lightwave's Area Lights take a 
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long time to render. In fact, a sin- 
gle pass render with an area light 
can take nearly twice as long as a 
five pass render with a spinning 
light. Let's take a look at a few 
comparisons. 

Using the toys scene we have 
set up, we'll try each light type 
and compare the results. My 
results are shown in the chart 
below, though your values will 
undoubtedly vary. The shadow 
map size 1 used was 512, with a 
1.0 fuzziness value. 

Light Type: No Antialiasing: 

btf Enhanced Medium Enhanced Distant 

29 seconds 238 seconds 412 seconds 

Point: 

14 seconds 285 seconds SOI seconds 

Spot (Raytraced): 

12 seconds 2S8 seconds 511 seconds 



Spot (Shadow Map): 

18 seconds 151 seconds 292 seconds 

Linear: 

178 seconds 853 seconds 1(02 seconds 

Area: 

342 seconds 1705 seconds 3078 seconds 
(51 minutes) 

As you can see, the Area Light 
takes about eight to ten times 
longer than a normal light with- 
out any antialiasing. Even if you 
were to apply adaptive sampling 
to a frame involving an area light, 
it will take about as long to ren- 
der as a normally illuminated 
scene with Enhanced Medium 
antialiasing. Meanwhile, our 
shadow-mapped spotlight comes 
in at about half the time of its 
closest competitor, and it's one of 
the most versatile lights we have 




Figure 8. Our mavis projected on three screens, but only in focus on one. 



in our arsenal. Now, you're proba- 
bly asking yourself, "Why even 
bother with these Area Lights if 
they're so slow?" 

Let's not dismiss these new 
lights entirely. They do have attrib- 
utes the others don't. For instance, 
their lighting model more closely 
duplicates that of the real world. 



Let's compare the Area light wrth 
a spinning point light and a spot- 
light. The first thing you'll notice 
is that the area light has a signif- 
icant falloff, even though we 
never specified one. At the same 
intensity value, the area light cre- 
ates a stronger hotspoton nearby 
objects, and generally gives a 
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Figure 9a. A medium antialiased image with a point light 
source. Notice the even background lighting. 



Figure 9b. A lowAA level render with en area light 
sized to match the spin diameter of the point light. 



Figure 9c. A medium enhanced AA render of a shadow 
mapped spotlight. 



much more dramatic feel overall. 
Our point light, while faster at ren- 
dering, tends to look a little flat. 
Applying a falloff value to it will 
improve the appearance, but we'll 
also have to increase the intensity 
to try to match the Area Light. 

Our shadow-mapped spotlight 
also feels a bit flat compared to 
the area light. But, even at medi- 
um enhanced AA, it renders faster 



than an area light's single pass. 
Again, a falloff value and a higher 
intensity can adjust it to match 
the area light. 

The greatest benefit, aside from 
speed, is the fact that the area 
effect is constrained to the spot- 
light's cone angle. We could simu- 
late this spot effect with an area 
light by placing it inside an open 
ended tube, but that would impact 



the render time even more since so 
much of the scene would now be 
in the shadow of that tube. 

So, what have we learned from 
this? For one. we now have a way 
to improve our scenes with soft 
area shadows and still squeeze 
out precious minutes per frame. 
More importantly, we've added a 
useful lighting technique to our 
toolbox, nearly doubling the num- 



ber of light models to choose from. I 
don't know about you, but 1 feel like 
making shadow puppets now. 

Dave Jerrard is the lead tutorial writer for 

NewTekniques magazine. In the next issue, 

you'll find out about a secret project he's 

been working on. Visit his Web site at 

www.gsidigital. com/dj 
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A STEP-BY-STEP GUIDE TO CHEATING MORE PROFESSIONAL PRODUCTIONS 



Creating cool signature 

effects with Newtek's 

new Aura program. 

BY DAVE JERRARD 




Auro SignatureTechniques 

Nearly every animator has faced the challenge at one time or another, 
to have a signature write itself on the screen, as though written by an 
invisible person. Typically, the signature is scanned, followed by a 
painfully tedious process of duplicating the signature over a series of frames and 
removing a little bit at a time, frame by frame, until the final result is 
acceptable. I've done this myself a few times, and the process can take 
up to a day, depending on the length of the animation and the level of 
detail required. Deluxe Paint on the Amiga simplified this task consider- 
ably with its animation tools, but the brunt of the work still consisted of 
manual labor. The people behind NewTek's Aura seem to have realized 
this and they've included some serious power for animators faced with 
this challenge. We're going to explore some of that power here. 








Figure f. The main Aura 
screen. Everything we 
wiii be doing will be in 
this screen. 
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Figure 2. The 

Propelling Pencil 

tool settings. 
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Start up Aura, Immediately, 
I. you will be presented with a 
panel asking for a page size 
and a configuration file. At 
the top of this panel you will 
see an image being drawn, 
much like what we have in 
mind, so this must be the 
program to do it in! Select 
the configuration you prefer, 
and select the VGA Hires 
page size from the popup 
panel. Click the OK button 
and we're in. 

The first thing we need to do 
L. is decide what to write. I 
could use my famous email 
signature, but that could take 
days, so let's stick with just a 
name. Everyone's signature 
will be different, so don't be 
surprised if yours doesn't 
quite look like the one in the 
figures here. Do be surprised, 
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however, if it does match! 
Next we need a color. Aura 
has a wide variety of color 
selection options, so pick 
whichever one you're most 
comfortable with. 

We'll start our masterpiece as 
many traditional artists 
would — by sketching it out. 
If the Tools panel isn't open 
yet, click the first button of 
the second row on the Main 
Panel to access it. This but- 
ton will either look like a 
drawing tool, such as a pen- 
cil or brush, like a capital let- 
ter T, or like a blue running 
man trapped inside a dotted 
box, depending on which tool 
was previously selected. The 
Tools panel contains ten but- 
tons at the top, each repre- 
senting a different drawing 
tool. Since we're going to 
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sketch, we should use a pen- 
cil (we don't have to, but it is 
traditional), so select the 
Propelling Pencil Tool, which 
is the second button on the 
top row. (Figure 2). The bot- 
tom sections of the panel will 
change to show the settings 
that are available for this tool. 
Since we're sketching, we 
don't need anything fancy, so 
turn off the Pressure and 
Speed options for now, 

If you're using a tablet, then 
you're ahead of the game. For 
mouse users out there (like 
myself), it's a good idea to 
get a few practice strokes in 
first. Make sure the Drawing 
Mode, located on the Main 
Panel, is set to Color and 
select the Freehand Line 
method by typing 'd.' Now 
run off a few signatures to 
get a feel for it, Click the lit- 
tle skull and orossbones icon 
to clear the page when it 
gets too crowded. 

(Once you have a feel for the 
• program, you can set up our 
animated signature, fb do 
this, click on the Filters menu 
and select the 
Animated > Stroke Recorder 
option. A small panel will 
open with all the necessary 
tools. Move it somewhere out 
of the way, and then click the 
Record button. From this point 
on, every stroke you make in 
the page area will be recorded 
by this panel for playback 
later. Draw a quick doodle on 
the page, then clear it by 
clicking the skull icon. Click 
the Record button again to 
stop the recording process. 
You'll notice the button is now 




Figure 3 A sample signature. Ok, so maybe I should have been a doctor. 



labeled Append. This will let 
us add to the existing record- 
ed stroke later on, 

! Click the Apply button at the 
. bottom of the Stroke 
Recorder. You will see the 
strokes you just performed 
automatically redraw on the 
page. Clear the page once 
more, and select a different 
color. Click the Apply button 
again. 

The Stroke Recorder only 
records the stroke move- 
ments. It does not record the 
color or the tool settings. 
This allows you to play back 
a stroke later on using what- 
ever tool and drawing mode 
you want. Interesting effects 
can be achieved quite easily 
by repeating the stroke with 
a variety of drawing modes, 
as we'll see a bit later. 

Now that we have the hang 
I . of the recorder, let's save the 
brush stroke. Click the Save 
button and a requester will 
pop up asking for a file 
name. Just type in some- 
thing like Signature. ask and 
click OK. (Save on the 
Windows requester). 
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We now have a nice signa- 
ture, but how do we animate 
it to look like it's being writ- 
ten in real time? A typical 
signature takes about three 
or four seconds to write, so 
let's create an animation of 
that length. Clear the page 
by clicking the skull again, 
and then click the Layers 
Control button at the top of 
the Main Panel. It's the one 
that looks like three overlap- 
ping squares beside the 
Drawing Tools button. Across 
the bottom of the screen, a 
long window will appear 
with a variety of controls 
clustered in the left side and 
a long timeline window on 
the right. 

Currently, we have a single 
. frame in the layer called 
"Untitled 11 as the title bar 
states. Beside that name we 
see the numbers [0, (1)], 
which refer to the start and 
end frames of this layer, and 
the total length in parenthe- 
ses. What we're interested in 
here is the timeline itself. 
Since we started with a 
blank page, we'll just have a 
black rectangle here, but 
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Figure 4. The Stroke Recorder Panel 




Figure 5. The Layers window, where we 
can create, stretch, merge and edit 
animations to our will. 
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Figure 6 The Timeline with a WO-frame 
animation ready to go. 



Figure 7. The Timeline with a ample 
WO-frame signature! 
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Figure 8. The 
Airbrush panel, 
showing the Falloff 
Curve we will be 
using. 
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Figure 9, Cool neon effect! Note the 
slight haze across the bottom of the 
frame. This is the result of drawing a tim- 
ing stroke too close to the edge of the 
image area. 




Figure 10. The neon writing with a 
leading flare. 



with a red outline This indi- 
cates that this is the active 
layer. Beside the black rec- 
tangle will be a blue box 
with a white stripe on its 
side. This indicates we have 
a simple image layer, with 
the blue box indicating the 
duration the layer will be vis- 
ible in an animation. Above 
this we have a drop down 
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button currently labeled 
"1/1". Click this and select 
the 1/10 entry. This will com- 
pact our timeline by ten 
times You should now be 
able to see at least 100 frames 
in the timeline across the top 
of this window. The blue box 
will appear as a thin vertical 
line now. Click on the white 
bar beside it and drag it out 
to the left, stopping under 
frame 100. This will stretch 
our blue box out to frame 99. 
Since the first frame is frame 
0, we now have a layer that 
spans 100 frames. The num- 
bers in the title bar will con- 
firm this since they will 
change to |0, 99 {100)|. 

We don't have an animation 
quite yet. What we have so 
far is an image layer. We 
need to convert it to an 
Amm. Simply right click the 
mouse anywhere over the 
active layer and a popup 
menu will appear. Select the 
Make Amm option in the 
middle of this menu and the 
blue box will change to a 
black strip with what appears 
to be ten frames Each one of 
these frames represents ten 
animation frames since we're 
currently working in the 1/10 
time scale. Now we're ready 
to animate. 

For starters, well use the sig- 
nature we just created We'll 
make it span the entire 100 
frames we have ready Right 
click the layer somewhere and 
click the Select All menu 
option near the bottom of the 
popup. You will see the frame 
numbers, immediately below 
the 'film strip,' are now high- 
lighted in white. These are the 
frames we will be applying 
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the signature to. You can also 
click and drag across these 
numbers to manually select a 
specific range of frames, 
which we'll get to later Now 
the fun part begins. 

With these frames highlight- 
ed, click the Apply button on 
the Stroke Recorder Panel and 
sit back. A progress indicator 
will appear, and you will see 
the signature being drawn 
repeatedly in the main page 
area. Each time it redraws it 
will add a little more of the 
stroke until all the frames 
have been finished Almost 
too easy! To get an idea of 
how the animation looks so 
far, click the small Play button 
(the one with the triangle) 
next to the small preview win- 
dow' in the bottom left corner 
of the panel. This will play 
back a thumbnail of the ani- 
mation good enough to get 
the timing right. 

If you want a higher quality 
preview, click the Preview 
drop down button beside the 
thumbnail and select the 
Make option A progress 
indicator will appear as Aura 
creates a larger animation. 
In a few moments a larger 
preview will be displayed in 
the center of the screen. 

Undo will affect the entire 
sequence of frames, so if you 
don't like the color, or the 
brush, you can click Undo, set 
up a different brush or color, 
then apply the stroke again. 

We could now save this ani- 
mation as a sequence of 
frames, or an AVI, but let's 
spice it up a bit. First of all. 
the signature writes itself out 
just a little too evenly with 
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no time between separate 
brush strokes. In fact, there 
is no way to tell it to wait a 
few frames before beginning 
a new stroke .or is there? 

Clear the sequence by click- 
. mg the Skull button and then 
click the small white block on 
the top scale of the timeline. 
This will deselect the frames 
and set the current frame to 
frame 99. Next, click the 
Clear button on the Stroke 
Recorder. Make sure the 
Pressure button is checked on 
this panel as well, since this 
will improve the look of the 
next few steps. 
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Select the Pen tool from the 
•Tools Panel and make sure its 
options are visible. Click the 
maximize gadget on the title 
bar. Change the value for 
Size 1 to 5 pixels and the 
value for Size 2 to 2 pixels. 
Check both the Pressure and 
the Speed options so that 
they're both active. Finally, 
specify a Speed Limit of 8. 
This will give our strokes a 
nice smooth flourish as we 
write, which is what we'll do 
next. First, click the Record 
button on the Stroke 
Recorder to get it running. 

The Speed Limit setting used 
here works well for writing 
with a mouse, giving a nice 
thin line with faster move- 
ments. It may not, however, 
work so well with tablets. 
Other drawing tools may work 
better with a higher setting, 
so it's a good idea to experi- 
ment. Whatever the Speed 
limit is set to when the stroke 
is recorded will be the value 
that will be applied when the 
stroke is played back. 



38 NuiTenuoues August/September 1998 
www mwtekniques com 



Like ObP 








D1R,E T GT 








9E2 



Desktop Digital Video, 3D Design & Animation and Advanced Computer Graphics 



a 
§ 



BDVD 
r 



World Construction Set 3.0 

The besl photorealistc lerram rendering and 
animation scltware on ihe plane! just got better. 
Features include Temflec'cr", entensive 
interface enhancements. Effects and more' 



Guestar Productions [GS-T300I] 



648 



§ 




Organua 



Creating truly exciting organic objects is at best 
difficult and in most cases impossible. Qrganica 
boasts a real time intuitive interface and a unique 
meta balls approacri to modeling. Once you try 

this modelling method you fl never go back 

Impulse [IMG2D031 KALL 




PolygonEoter 



is a polygon reduction 
plug m for Lightwave 3D which can automaiically 

reduce th.e number of polygons to the number 
desired by the user at high speed, while 
maintaining the overall shapes of model's. 

D-SJotri [D5-T3001] "1 69 




AU TO by NewT&K combines the best features of 
leading painl. compositing, cell animation, 2D 
animation, special effects and character generation 
into one very powerful production (oof. 

CALL 



Aura [HT-K30O3] 

Asraf, Wocoai ArtZII 6x8 



Motion Designer « a deformation 

plug-in system thai allows animations 10 be 
created using physica' simulations, Motion 
Designer 15 highly effective in creating realistic 

animations ol soft objects, such as doth. 

D-Slorm [DS-T3M2] *399 




799 



Universal 3DCD 2 This vers : - 

includes over 500 models. Create digital illusions 
with optimized model collections ready tor yojr 
animation or illustration masterpiece. 

Universal 3DCD 2 [D0-I30M] 
Digital Museum 2 [DD-I3005J 
Plaid Companion 2 [DO -13006] 



'109 

s 109 

•22 



miroVIDEO DC50 



Capture csrd wilh data rale up to 7 MB second 
• rack-mcunlable breakout box with professional 
I/O connections ■ audio sampling up to 4B kHz for 
CD quality audio • component. S-video fi composite 
uO connections - hardware accelerated rendering 

Pinnode Systems [PS Y50O8] 'CALL 




3D lightning Generator lor lightY/ave & Inspire 
Generate 3D lightning quickly and easily 
Envelope ail the parameters lor realislic lighining. 
Trior even features a real-time preview window! 



Dynamic 
Realities 



Trior 



[DH-J30151 



'114 



Tree Druid [ON-R20U] '184 




3D Builder Pro 

These applications convert your photos of real 
world objects into fully textured 3D models, ready 
for export to a variety of rendering packages. 

3D Pro [TD-HMH] '489 

Construction Powerlite [ID {20031 '149 




MreCD contains some ol tne hottest and 
most useful pyrotechnic looiage currently available 
on CO-ROM. FireCD contains 6 high-quality, full- 
screen 640x480). 30fps. uncompressed TARGA 
sequences with alpa channel transparency mattes. 

Exodus IEI.0300IJ '43 



FiberFactory 2 



Get hairy! FiberFactory 2 sculpts geometrical 
fibers over the surface ol your objecl. Create any 
number of sides and segments lo each liber 
Gravity amount, length & width are under ycur 
complete control. New version includes a real-time 
OpenGl interface! 

Mettogtalx [MTC2009] S l 39 




-X. | 



Lightwave 3D 5.6 

and Oxygen 202 

HewTek ..... 

Dynamic Pictures CALL 



I 



A<(6I jTAR II accelerator offers a unique 
combination of fast 2D and 3D graphics performance 
in an amazingly affordable package. Utilizing BMB of 
RAM. ihe AccelSTAR II accelerator provides a 16-bnt 
Z buffer. Gouraud shading and high quality texture 
mapping tfus equally outstanding 2D performance 

279 



LIG 



Accel 



AGP 8M [MG5008J 



Graphics PCI 8M tAi-G50O2] '279 




NEW 



OM 



LIGHT-ROM 6 is an all new 4 CD-ROM colleclion 
of Lightwave 3D objects and scene files to' any 
computer platform supported by LightWave 3D, 
Includes anatomy, vehicles, lectures, backdrops, 
an atomic explosion scene, and much more! 

Graphic Detail New Product! X AIL 



Digital Video Direct K01 Clark St, Champaign. IL 61 822 OUR POLICY: VISA, -fetertatf. American £jpm5 & Oumvu accepted UPS & FedEx stvppnq Bvatttfe. No surcharge en mtitiari prctere. 

ttEdrcartfawreia^i^rrtos^ 

^vemmenr putffW £^rs a/e aasp^ 

I5fc wslockbig fee fo/ items returned and wse*Ctwyed !ot same. Returns accepted wtiftn W days of invoice dale Customer iSKSponstile for ail snppuifi tfiargw SHIPPING: QS lbs. $$.CQ, $20 Ite- $& 

$l JOt over 20 te- add SQct) Ram sppty to mte short mltottniirwtftLfSorty. For fow ptWcWi w ctec* cwfl cards Ihorwprty- (NTK&QS-ua?) 

Circle #217 



OXYGEN RPM senes delivers 
stellar graphics performance for the most 
demanding applications. The real-time, parallel- 
processing, modular architecture design enaWes 

the cards to be configured wilh 1,2 or 4 RPM 
graphics processors, with memory sizes .ranging 
from 16MB to 128MB. 



Dynamic Pictures Hew Ptodnit 



'CALL 



Mori.- Fri. Sam -8pm tl Sal 3 30on 5:30pm (T 

888-383-5933 

TOLL FREE [8S8- DVD-LW3D] 

24 Hour Order Fax 217-356-4312 

Cjslottier Service 217-355-2785 

Mon.- Fri. 9om-5pm CF 
E-Mail solutions@d¥direit.<om 

Address 3001 Clarl Street 

Champaign, IL 61822 

Inlernaltonrjl Safes 217-355-2785 

www.dvdire<t.<om 

.£_-« ON-LINE CATALOG AND 
■^ SECURE ORDERING SYSTEM 




15 



Write your name again, but 
, this time only do the first let- 
ter, If you don't like the way 
it looks, click Undo. This will 
undo the last stroke from the 
page as well as remove it 
from the stroke recorder. 
When you have a stroke you 
like, draw another one some- 
where in the blank gray area 
outside the image area of the 
page. This doesn't need to be 
a fancy stroke, just a stray 
line anywhere in the gray 
area will do. You won't see 
anything, but the stroke 
recorder will! 

Aura will let you draw outside 
the image area, which is 
apparent if you've ever 
dragged a brush near the 
edge and watched it continue 
to work even though the 
pointer was off the image. 
We're using this technique to 
add a bit of time to the end of 
the stroke we created in the 
image area. We now have two 
strokes in the Recorder's 
memory. It will play both of 
these back, even though the 
second one is outside the 
image area. This way we can 
space out multiple strokes as 
though we were lifting our 
hand to reposition it for the 
next part of the signature. 
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Continue with the signature, 
using Undo to correct any 
stroke you're not happy with. 
Remember, Undo will only 
affect the last stroke made, 
so make sure you don't 
bounce the mouse button. 
When you complete a stroke 
you like, add another stray 
line in the gray area outside 
of the image area. Add one of 
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these stray lines any time 
you would pick the pen up 
from the writing surface. 
This will add a few frames of 
inactivity to the animation. 

When the signature is done, 
. click the Record button to 
stop recording. Click the 
Save button and save this 
series of strokes so you have 
it around for later. 
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In the Layers Panel, right 
. click the active layer and 
Select All again. Click the 
Apply button in the Stroke 
Recorder and wait while it 
writes this new signature out 
to the animation. When it's 
done, play it back and you 
will see that it now writes 
out a little more naturally. 
This sequence is ready for 
whatever devious purpose 
we have in mind, so it's 
ready to be saved. 
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We now have a nice little 
•write-off, but after a while 
it'll get a bit boring. Let's add 
some flair. We'll start by 
clearing the sequence. 
Select all frames and click 
the skull. Next, select the 
last frame by clicking the 
white bar above it. 

Select the Airbrush tool and 
. make sure Auto Step is acti- 
vated. Adjust the falloff curve 
so it's a linear falloff, as in 
Figure 8. Finally, Open the 
Color Palette if it's not already 
open and select a bright pure 
color that will look good for a 
neon look. Magenta usually 
does a good job at this so set 
the color to R: 255 G: B: 
255, then slide the Lightness 
slider down to 100. 



Now things will get a bit 
tedious, but the result will 
be worth the trouble. First, 
we'll do a single frame test 
run, just to see what the final 
result will be like. On the 
Airbrush Settings, set the 
Size to 100, Power to 100% 
and the Opacity to 10%. Click 
Apply on the Stroke Recorder, 
and in a few seconds a very 
dark purple color will start to 
appear. When that's done, go 
back to the Airbrush settings 
and lower the Size to 80. 
Raise the Opacity to 20% and 
switch back to the Color 
Palette. Raise the Lightness 
slider to 120 and click the 
Apply button on the 
Recorder. The purple will 
become a bit more intense 
and will have a wider falloff 
along the edge. Repeat the 
process a few more times, 
using the following values for 
a total of eight passes. 

Pass Size Opacity Lightness 

I 100 10 100 

80 20 120 

60 30 140 

40 40 160 

20 50 180 

10 60 200 

7 70 220 

J 5 80 240 

What you end up with 
should resemble the image 
in Figure 9, 
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Once this is satisfactory and 
. you like the color, clear the 
frame and select the entire 
sequence again. Reset the 
values, starting with pass 
#1 in the chart, and apply 
them again to the entire ani- 
mation. This will take a few 
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minutes to complete, but will 
speed up quite a bit about 
halfway through the list. The 
animation frames may look a 
little strange as they are 
being generated, but that's 
normal. They won't look bad 
when the animation is com- 
plete. To speed things up, 
Aura only updates the part of 
the screen it is changing, so 
the frames may look a bit 
messy at times as the pro- 
gram does its work. 

Next, click the Preview drop 
. down button and select the 
Make option. In a minute or 
so, you will have a large pre- 
view of the animation playing, 
where your name is written 
out in glowing neon light. 
Experiment with this using 
other colors and different 
falloff curves. 

II the colors you choose pro- 
duce a lot of color banding 
(mach bands), try this: Type 
F7 to change the Drawing 
Mode to Grain and raise the 
Airbrush Size to 100, Then 
apply the stroke again. This 
will add a slight dithering to 
the previous strokes and will 
reduce the apparent banding 
quite a bit. The grain will 
also change from frame to 
frame, giving the illusion of 
film grain. 
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The Stroke recorder has a 
.couple of other nifty tools we 
can play with for good 
effects. One of these is the 
Size control. With this we 
can have our signature snake 
its way around the screen, 
erasing itself as it goes. Very 
low Size settings can look 
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like fireflies or other streak- 
ing points of light that whip 
around the screen. We can 
use this effect on top of our 
existing animation to add a 
leading flare to the signature 
as it writes itself. 

Activate the Size button and 
lower the value to 2%. Select 
a bright color and change 
the Airbrush Size to 100 and 
the Opacity to 75%. 

Select the Layers Panel and 
. click the New button on the 
left side. This will create a 
new layer to work on, so that 
we don't ruin the animation 
we have now. There will be a 
thin blue line at frame 99, 
since that is the last frame 
we were working on. It will 
have a white bar on either 
side. Click the bar on the left 
and drag it back to the left 
side of the window so the 
blue strip starts at frame 0. 
Right click on this strip and 
select Make Anim. Now, 
everything that we place in 
this layer will be superim- 
posed on the previous layer, 
but will not change it. Select 
all the frames in this layer by 
right-clicking on it and using 
the popup menu. 
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Switch over to the Stroke 
.Recorder and activate the 
Pressure button. Click Apply 
and in a few moments, you 
will see a very short segment 
of the signature snaking its 
way around the neon path as 
though it were creating the 
path. To add to the effect, 
Size the Airbrush down to 
about 30 and raise the 
Opacity slightly. Increase the 



Lightness to almost white 
and apply the stroke again. 
but this time set the 
Recorder's Size to 1%. Now 
you will have an effect that 
looks like a bright spark, 
leaving behind it a neon trail. 
The spark will stretch and 
shrink a bit as it changes 
speed, looking like it's blur- 
ring. The effect is enhanced 
by the fact that the brush 
changes in intensity as it 
stretches. 

I Increase both the Airbrush 
Lf. Size and Opacity to 100. 
Since the brush is only being 
dabbed once per frame, it 
will appear less intense. 
Click Apply on the Recorder 
again and when it's finished, 
the glow will appear bright- 
est at the leading edge and 
trail off quickly behind, leav- 
ing the original neon trail. 
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Another effect we can do is 
seen on TV all the time. 
Advertisers seem to love 
vibrating squiggly text, 
{Figuie 11). We can apply 
this effect to our text as easi- 
ly as pushing a button. On 
the Recorder Panel, there's a 
button labeled Noise. Click 
this Noise button and enter a 
value of 10%. Deactivate the 
Size button and select a sin- 
gle frame from the Layers 
Panel. Type ']' to go to the 
swap page and apply the 
recorded stroke here 
Apply it again and you will 
see it doesn't match the first 
application. 

Let's put this effect into 
action now. We'll repeat 
steps 20 to 23, but this time 



we'll be using the Noise fea- 
ture. When finished, you 
should have something simi- 
lar to the image in figure 
12. In this case, I used yel- 
lows which resulted in an 
image that looks like a hot 
electric light filament. 

These animated signatures are 
easily incorporated into other pro- 
jects, like Lightwave animations, 
by saving out the sequence as a 
senes of frames or a flyer clip, and 
then mapping them onto a sur- 
face within the 3D scene itself. 

3D animations and live video 
clips may also be loaded into 
Aura in order to have the write- 
off applied directly to the frames 
themselves. This would save a 
lot of re-render time if the text 
later needed to be replaced for 
some reason. 

The Stroke Recorder is an 
extremely powerful tool and this 
tutorial just scratches the surface. 
Other tasks it can be used to 
accomplish include animating 
sparkling gleams across the edges 
of objects in a frame, animated 
screen fills and dissolves, and 
everyone's favorite— the growing 
route on a map — an effect which 
is probably most famous for its 
appearance in the Indiana Jones 
trilogy. I'll cover that another time. 

Dave Jerrard is the lead tutorial writer 

for NewTekniques magazine. You can 

access his Web site at 

http://wwMgsidigital.com/dj. 




Figure 11. The Noise feature makes for 
great animated jittery text. Note the vari- 
ations from frame to frame. 




Figure 12. The same signature in yellow 
with a Noise value of 10% applied to 
give the illusion of a vibrating light 
filament 
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THE PROFESSIONAL'S SOURCE FOR PHOTO, 



PHOTO -VIDEO -PRO AUDIO 



FOR ORDERS CALL: 

800-947-9938 

212-444-5038 



OR FAX [24 hoursi: 

800-947-9003 

212-444-5001 



Store & Mail Order Hours: 

Sunday 10-5 

Monday thru Thursday 9-7 

Friday 9-2 • Saturday Closed 

On the Web: http://www.bhphotovltlea.coni 



OUR NEW 
EXPANDED 



LOCATION 1HH 





Sun. 10-5, Mon. thru Thurs. 9-7 
Fri. 9-2, Sat. Closed 



FOR A FREE MONTHLY CATALOG, CAU 800-947-6933, 212-444-6633 OR WHITE 



VIDEO and PRO AUDIO 



TO INQUIRE ABOUT YOUR ORDER: 

800 221-5743-212 239-7765 

OR FAX 24 HOURS: 

800 947-2215 • 212 239-7549 



New Address: 

420 Ninth Ave. (Bet. 33rd & 34th St.) 

New York, NX W001 




PHOTO -VIDEO -PRO AUDIO 



Panasonic 

Broadcast & Television Systems 



AG-EZ20 

DV Palmcorder with IEEE1 394 0V Interface 

Innovative and feature packer. AG-EZ20 ts easy to use with up la 90 minutes of 
recording lime on a slandard battery It has a suiprisirgiy rugged, durable body lltal 
is also compacl and comlortable to hold, making it ideal for use in (he held lor single 
fiancee! news galhering operations Ff atures include Pnoio Shoi which is useful for 
creating video photo alliums or instance tapes. As many as 750 pictures can be 
receded an a 60 minute tape To enhance creativity, the lens can accemmotfati ■ -r 
tings which include locus. ga n. white balance, shutter speed and backligbh 

• Equipped with trie IEEE 1 394 DV interface so dubbed record- 
ings will be clones of the original, or download to your 
computer where they can be edited. (DV capture card and 
third-party software required). 

■ Can record in both SP and LP modes lor up to 1 5 hours ol 
recording on a 60-minute tape-with no degradation m pic- 
ture or audiD rjualrty. SP mode is provided: for compatibility 
with Panasonic's DVC PRO VCRs 

• Digital Electronic Image Stabiliser prevents jittery video 

• Variable speed 10 1 power zoom Jens, plus 100:1 digital 
zoom Lens can focus up to l/4-taflh from the subject 

■ T 80.000 pixel color viewtincer for remarkably deaf . Bwtag 




Time date 
with secor 

legal and lav; requirements like depositions S crime scenes 
Digital ellects include audio and video lade. wipe, mix, 
strobe, solanzation and trail. Also has sepia tone for an 
antique look and ne gat Iv&l positive so film negatives can be 
converted m-camsra lo viewable pictures., 
3.B-mch colar LCD monitor (131 *a more area than a 2 5- 
inch display] rotates ?70" vertically and 180* hortzenlafly, 
so you can monitor your shoots - nd nutter the angle 
Full manual control ol locus, gain, white balance, shutter 
speed 2nd backlighting 



AG-EZ1 



Digital recording delivers SCO lines ol hcnzomal resolution * Variable 



3-CCD Digital Video Camcorder 




speed shut- 
ter Irom 

imsq— 

1/6000 of a 
second 

■ Buill-m SMPTE 
lime code generator 

* Digital Phoio-Shot lets 
you iecorrj a still-frame tor six secon js. while audio contin- 
ues as normal. 290 still pictures can rj-a recorded on a single 
30-mmute tape. TopScan function i.njs any shot easily 



with no noise, (S/N ratio is 54tfB). 

* 1 0:1 power and 20:1 digital zoom lens. Both zooms are 
adjustable in lour speeds (3.5-1 5 sec.) For extreme close- 
ups the lens can focus up to MAT from the subject. 

* Two Digital audio modes, choose between two-channel 16- 
bH storm recording or two sets ot 12-oii stereo. 

■ Huge 1 5' 1 80.000 pixel color viewlinder with 4O0 lues ol 
resolution displays all functions on demand. 

* Digital Electronic Image Si35'iirtf iDEIS) compensates lor 
littery video. Particularly effective when the digital 203m is 
employed . 

NEW! AG-EZ30 

World's Smallest 3-CCD Camcorder with IEEE1394 Interface 

The AG-EZ30 combines 3-CCDs arid the DV format to deliver a level of picture and sound qualify that makes 
one ol the most advanced camcorders ol its kind. Weighing just 1 .5 lbs. this incredibly light- 
weight camcoider also incorporates a large 2 5-inch calor LCD monitor and has a 
host of sophist i ca led auto lunrtions as well lull manual control when 
requited 

* 3-CCOs (270.000 pweis each) with a large light-collecting 
area give the camera high sensitivity and wide dynamic 
range. Double-density pixel distribution and a gapless 
dicftrotc prism further ensure razor-sharp images and 
extremely faithful color reproduction. 

* Se ectab'e 2-channel 48 M\z/\ 6-bit or 4-cnannel 32 kHz>t2- 
:: =: p ,i iudio recording 

* Built-in stereo mic and external- mic input as well. 

■ 180.000 pixel, 2 5-mch eoler LCD monitor, Also has a 0.5- 
inch color vfewflndir; 

* Digital Image Stabilizer lor clear, shake and litter free shots. 

* 1 2X optical zoom as well as 30X and 1 20X digital zoam 
functions. Move from wide -angle lo lull zoom In 1.3 sec- 
onds allowing quick Iramlnrj while in REC pause 

*Ofers six digital effects Wipe, Mr*. Strobe, Gam-Up BSW 
and still mode. 




Large- diameter locus ring enables a high level ol locusing 
precision A Multi-Function Push Dial allows easy selling of 
Ihe 1 6'Slep ins. 5-step gam control {+l 2dB maximum) and 
14-step shutter (up to 1/80OG second), Wig Input level can 
also be set in sleps (-20/-10/0/+3y*6 dB), 
Five program AE modes for shoolrng In a variety ol dillerent 
conditions There is also a Hue-mode while balance: Set . 
Fluroescent, Auto, indoor and Outdoor, 



Canon xl-i 

3-CCD Camcorder 
with Interchangeable Lens Mount 

Wittc 3-CCDs, exclusive interchangeable XL Lens Mount System, unmatched opti- 
cas technology, SuperRange image Siabitizer. DV and simultaneous lour channel 
aud o recording, the XL-1 oilers unmatched image quality and shooting versatility 



Interchangeable XL Lens Meunl Syslom 

■ Interchangeable XL lenses lor unsurpassed flexibility and 
superior range. XL lenses incorporate the highest quality, 
mjlti-coated optics to achieve 600 lines ol resolution 

• In addition to the standard 161 (ens. there is an optional 3X 
wide-angle lens, a 1.6X extender and 2n EF to XL adapter. 

16:1 Optical Zoom with SuperRange Image Stabilizer 

■ The 16:1 has a focal length range oi 5.5 to .BBmm (25mm 
ecuivaient of 39 to 633mmi It oilers variable speed zoom. 
manual zoom and manual locus control and has a one-push 
auto-focus button and built-in 1 5X ND filler 

• Besides a gyro sensor, the SuperRange Optical Image 
Stabilizer uses a motion vector lo examine the image alter it 
is received by the CCD to detect any shake missed ty the 
gyro. Data is then led back io refine Hie movement ol the 
van-angle prism resulting in Ihe most advanced stabilization 
system available today. 

Digital Audio 

• Three digital audio modes [16 bi! and: two 12 bit medes) 
and simultaneous recording cl lour separate tracks. You 
car* output each signal independently. 

■ Audio inputs with independent level controls 

■ Optional MA-lOOMicAdaplen'Shoulder Pad allows jse of 
two XLR mics and allows shoulder mounted shooting, 




3-CCDs 

■Three 270,000 
pixel CCDs wtth advanced Ptxel Shill tech- 
nology achieves 530 lines of resolution 

• Large 72 micron CCDs deliver a 4dB improvement in sensi- 
tivity. Vertical smear is also dramatically reduced. 

Three Recording Modes: 

• High resolution full motion video (Normal Movie Mode) 
- Ugh lesoiution stop action images ol moving subjects 

{Frame Movie Mode) 

• Perfect stills (Digital Photo Mode) 

Unique Design A Dual Action Carrying Handle 

• in additon io the normal side grip H tte handle includes an 
additional start/stop switch and zoom control lor dual- 
action shooting. 

Additional Features: 

• 130.000-plnel color viewlinder 

• Zebra pattern and color bar generator 

■ Automatic and manual white balance, gam (live preset lev- 
els Irom -3to-12dB)and exposure lock. 

• Composite, 5-Video output. DV (IEEE 1334) irVout, Control L 

■ Digital fader and wide screen TV sited 

• Headphone iac*. with level adjustment 

• Remote control with jog/shuttle dial 




DSR-200A 

3-CCD Digital (DVCAM) Camcorder 

Combining a compact and lightweight body with the superior picture qua i 
ty of DSP {Digital Signal Processing) and Ihe DVCAM format. Ihe DSR- 
200A is ihe ideal acquisition tool for video jou rnalists, event and wedding 
wideog rap hers, stringers and production houses 500 lines ol horizontal 
resolution. 4BkHz or 32krlz digital audio, three hour record time, and mini 
mum illumination! ol 3 lux is only Ihe beginning, Other features include 
16:9/4.3 capability, Steady Shot, high resolution 1-mch viewlinder. lime 
code operation, time/dale superimposilionand an IEEE-1394 interlace for 
direct digital output, Offers lull automatic as well as manual control ot 
locus, iris, gain, white balance and shutter speed. 
•Variable servo 10X optical power zoom tens gees Irom 5.9 

to 59mm in 1.7 lo 24 seconds, The manual zoom rocker is 

continuously variable, right up to where Ihe digital 20X 

zoom kicks in. 

• Sony's Super Steady Stiol reduces high frequency camera 
shake without compromising image quality. SteadyShut 
uses horizontal and vertical motion sensors that allow it to 
work accurately while zooming, moving (even shooting 
Irom a car), and shooting in low light conditions. 

■ Has digital effects including audio and video lade, overlap 
anrj Slow Shutter 

■ Automatic and manual focus, ins. shutter, gam and white 
balance, iris is adjustable in 12 levels from Ft.Sto F11. 
shutter from 1.'4 to in 0,000 ola second in 12 steps, Gain 
lrom-3dBto+18dBin8stsps. 

• Zebra Pattern indicator, bull-in ND filler. 

■ Custom Preset function lets you preset, store and recall 
custom settings for color inlenslt^. white balance (bluish or 
■eddish), sharpness and brightness. 

■ Slores Photo Date-Time, Shutter Speed, his. Gain and F- 
stop for easy recall. So ii you have io re-shooi you know 
your original settings Iq-i every scene and frame. 



Records Drop'Non-Drop Frame time code. Time code can 
be read either as PC lime code or as SMPTE lime code 
Has a large 1-inch B-&W viewlinder with 550 Sines of resolu- 
tion lor easy focusing even in taw contrast lighting situa- 
tions. Separate information sub panel displays lime code. 
battery time, tape remaining and other camcorder functions 
without cluttering up the viewfrnder. 
Records 1 6-bit/4BkHz audio on one stereo track or 
12-0iLG2kHz with two pairs of stereo tracks (Ll/R 1. 
L2/R2). so you can add stereo music or narration. 
□ne^oini stereo electret condenser mic loi clear stereo 
separation Directivity can be selected from 0". 90" & 120". 
Antomalic & manual [20-step) audio level record controls. 
Monitor audio with headphones or Irom the LCD canei 
which has an active VU meter, 
XLR i-ipul connectors lor mics and audio equrpment. 



DSR-200A Field Package: 
DSR-200A Camcorder * NPA-100Q/B Battery Case Adapter 
3 fJP F930 B 7.2v 4000 mAH Batteries 
AC-V9Q0/B AC Adapier, Triple Battery Charger 
VCT-LM4 Tripod Adapter • LC-2000CP System Case 



DSR-30 DVCAM Digital VCR 

The DSH-30 is an industrial grade DVCAM VCR that can be used lor record- 
ing, playback and sailing. DV standard 4:1:1 sampling digital component 
recording with a 5:1 compression ratio provides spectacular picture qualty 
and multi-gene ration performance. It has a Conlrol L interlace for editing 
with other Control L based recorders such as the DSR-20GA DVCAM 
Camcorder or anotner DSR-30 It also has a coniinuous auto repeat play- 
back (unction making ll Ideal lor kiosks and other point of information displays. Other features include high quality digital 
audru. IEEE-1394 Digital interlace and external timer recording, The DSR-30 can accept both Mini and Standard DVCAM cas- 
settes for up lo 1 84 minuses of recording time, and can glayback consumer DV lapes as well. 




1 Records PCM digital audio at either 4flkHz (16-bit 2 chan- 
nel) or at 32kHz (12-bit 4 channel) 

> Equipped with Control L the DSR-30 is capable of SMPTE 
Time Code based! accjrale editing even without an edit con- 
troller. Buiit in editing functions include assemble and sepa- 
rate video and audio insert 

• By searching lor eilhtr an Index point or Photo Data record- 
ec d/ the 3SR-20CA :amcorder. ihe DSR-30 drastically cuts 
the time usually required lor editing. The DSR-30 can 
record up to 1 35 Index points on the Cassette Memory 
ihanks to its 1 6K bits capability. 

1 Audio lock ensures audio is fully synchronized v/ith the 
video lor absolute precision when doing an Insert edit. 



• Built- n control tray has a jog/shuttle dial, VCR and edit 
function buttons The jog^shuttle dial allows picture search 
ai il IS to 1 5X normal speed and controls not only the 
DSR-30 but also a player hooked up through its LANC inter- 
face 

• DV In/Out (IEEE 1 394) lor digital dubhing ot video, audio 
and data ID with no loss in quality 

» Analog audio and video input/outputs make it fully compati- 
ble wth non-digital equipment. Playback compatibility with 
consumer DV lapes allows you to work with tootage record- 
ed on consumer- grade equipment. Tapes recorded m the 
DSR-30 are also compaiibie wtth Sony's high-end DVCAM 
VCR'S 



PVM-14N1U/14N2U & 20N1U/20N2U 

13-inch and 19-inch Presentation Monitors 



With high quality perlormance and flexibility. Sony's 
presentation monitors are ideal for any envi- . = - ^ 
ronment. Tney use Soiy's legendary 
Trinitron CRT and Seam Current Feedback 
Circuit for high resolution ol 500 lines as 
well as stable color reproduction. They also 
accept worldwide video signals, have 3 built* 
m speaker and are racx mountabie Tbe 
PVM-14N1U/20N1U are designed for simple 
picture viewing, the PVM- 1 4N2U and 20N2U 
add RGB input and suitchable aspect ratio. 
They Feature: 

■ 5QO lines ol horizontal resolution 
*They handle HTSC, MSC 4.43, PAL and 
SECAM. 




■ Picture (chrome, phase, contrast, br.gtit- 
ness ) and setup adjustments (volume, 
aspect ratio) are displayed as easy-to- 
read on screen menus. 

■ Closed captioning is available with the 
optional 3K7-i-]i Caption Vision Board. 

PVM-14N2U/20N2U Only: 

■ lLast Input Switch) - Contact closure 
remote control allows you lowirea 
remote to an existing system so thai the 
monitor's input can be remotely con- 
trolled to switch between the last previ- 
ously selected input and the current 
input, 

4:3M6:9switchabie aspect ratio 



PVM-14M2U/14M4U & 20M2U/20M4U 

13-inch and 19-inch Production Monitors 

Sony's best production monitors ever, the PVM-M Series provide stunning picture quality, ease of use and a range ol optional 
functions. They are identical except that the "M4 models incorporate Sony's staie-ol-the-an HR Trinitron CRT display technol- 
ogy and have SMPTE C phosphours instead ot P22. 



• HR Trinitron CRT enables the PVW-14M4U ard 20M4U to 
display an incredible 300 lines ol horizontal resolution. The 
PVM-14M2U and 2QM2U oiler 600 lines of resolution, M4 
models also use SMPTE C phosphours lor the most critical 
evaluation of any com subject. 

■ Dark lint for a higher contrast ratio {black to white) and 
ensper. sharper looking edges. 

■ Each has two composite. S-Video and compenent input ( 
R-Y/B-V. analog RG&)For more accurate color reproduc- 
tion, the component level can be adjusted according to the 
nxit sv5:em Optional 9KI.1-1D1C (video) and BKM-102 
(audio) lor SMPTE 259M serial digital input. 



• Beam Current Feadback Circuit 

• 4:3/16:9 swltchable aspect ratio. 

• True multi-system monitors they handle four color system 
signals; NTSC, NTSC 4.43, PAL, and SECAM 

• External sync tnput and oulputcan be set so that it will 
automatically switch according to the input selected. 

• Switchable color temp: S500K (broadcast), 9300K (pleasing 
picture). User presel.[3200K to 1QCO0K). 

• Biuegun. underscan and HN delay capability 

■ On-screen menus for monitor adjustment/operation 

• Para lei remote control and Tally via 20 pin conneclor. 



SEVEN DAY CUSTOMER SATISFACTION GUARANTEE 



Circle #218 




THE PROFESSIONAL'S SOURCE FOR PHOTO, 



PHOTO -VIDEO -PRO AUDIO 



FOR ORDERS CALL: 



OR FAX (24 HOURS]! 



800-947-9938 800-947-9003 



212-444-5038 



212-444-5001 



MOST ORDERS SHIPPED 
WITHIN 24 HOURS 

OVERNIGHT SERVICE AVAILABLE 

On the Web: http://www.bhphotovideD.CBm 




UVW-1400A Betacam SP Recorder 



The UVW-1400A is a non-edging VCR which deliver Belacam SP 
recording applications. RGB and RS 232 interface make it especi 
enhfic research and digital video environments. 

• ideally suited lor wofk in computer environ men Is, because 
RGB signals can be converted into component signals and 
vfcfl versa with minimum picture degradation. 

• 25-pin serial Interlace allows external computer control ol 
all VCR iLtnctrons based on time code information Baud 
rati can be selected from between 1200 to 3A.-S0O bps, 

• Bu li-in Time Base Stabilizer lochs sync and subcarrier to an 
external reference signal as well as provides stable p ctures 

- Bu U-in LTC Time Code and UB (User Bits [.reader/generator 
■ Equipped with two longitudinal audio channels. 



quality and otter features for a wide range of playback and 
ally ideal for large screen, high quality video presentation, sci- 

■ Auto repeat of entire or a specilic portion of Ihe lape. 

1 Euill-i.ni character generator can display VTR status, time 
code, self-dagnoslic messages, sel-up menu, etc. 
Control of jog. shuttle, playback, record, pause, Ff and REW 
with tne optonai SVRM-f OCA Remote Control Unit. 

• Composite and S-Video as well as component via BNGs 
which are switchable to RG3 output The UVW-l4iD0A has 
two swrichable sync connectors and a Sync on Green 

> Built-in diagnostic function and hour meter. 

1 Initial set-up menu tor presetting operational parameters. 



UVW-1700G 

Betacam SP Computer Graphics Frame Recorder 

The UVW-1700G has all the leatures of Ihe UVW-14MA (except loot switch control} plus it adds 
frame accurate video insert editing capability as well as RS-232 and RS-422 interfaces. These make , 
the JWV-17Q0G Ideal not only for conventional video program production but also for animation 
and computer graphics creaton. 
Same leatures as the UVW-140QA PLUS- 
Uniquely equipped with bath RS-232 and RS-422 serial ports for < 
versatile system integration. Both serial ports are easiy accessed 
via the set-up menu. Built-in time code capability combined with 
sophisticated servo servo system ensures frame accurate insert 
editing (video only) when connected to computer-based editing sys- 
tem; (via RS-232 port) or R5-422 equipped edit controllers Ideal 
VCR for animation and computer graphics creation, where frame- 
by-frame editing is indispensable. 

UVW-1800 Betacam SP Editing Recorder 




All Ihe features ol the 140BA PLUS— 

■ Optional UVR-60 allows remote TBC adjustment 

■ R5-422 intarface lor editing system expansion, 

• Two types of component output; via three BMC connectors 
or a Betacam 12-pin dub connector. 



• Frame accurate editing is assured, thanks to sophisticated 
servo control and built-in time code operation. In ihe insert 
mode of the JVW-18QC. video, audio Ch-1/2 and time code 
can be inserted independently or In any combination. 



AutoMedia AutoMasker 

World's Only Automated Video-Object Masking Tool 



An automated tool for accurate isolation of items and figures In a video clip AuioMasker quickly marks 
in a key frame and then determines the Enact border in subsequent frames— even 
when ine object is multi-colored, changing its geamet7 or moving aver i colorful 
and dynamic background. 

Ustrg break-lJifQurjh technology, AutoMasker enables automated masking, isola- 
tion, painting, extracting and insertion ol selected objects into video streams at a 
traction of the ccst using conventional frame- by -frame painting. Selected objects 
can be modified within AutoMasker or in combination with other effects or com- 
positing software. Compatible with Win 95/NT and standard file formats including: 
TGA, VDA, ICB, VST. FLM, PCS, DCX, BMP, QT and AVI. 



:he border of an abject 



• Easy object selection in first frame and exact boundary 
tracing In subsequent frames 

• Easy modification to object border and controlled anti-alias- 
ing 

■ Simultaneous masking of a number of objects and objects 
■with holes, 



■ Create mask or 

colored output 

movie, I nc fueling 

optional alpha channel 
• Independent automatic object and 

background color effects 




'895° 




m MeshPaint 3D 

Full-Featured Multi-Platform 3D Paint Program 

MeshPaint 3D is a full-featured multi-platform 3D paint program that supports multiple 3D animation applications, including 
Studio MAX. Lightwave 3D, Softimage. Electric Image Strata Studio Pro and Caligan s trueSpace. With MeshPaint. animators 
can apply pamt and tenures to their 3D wireframes in real-time as if they were painting a real-world object with paint and a 
brush. MeshPaint comes with all the standard paint tools, Inks air brush, brush nose and clone tool, thai one has come to 
expect in a 20 pamt program, but allows them io be used m real-time in 3D. MeshPaint also you to paint across multiple tex- 
tures that have been assigned to a single 3D objacl- It supports multiple textures per object and the unigua Trl>V allows 3D 
Studio Max users to paint at face level on an object without being restricted by traditional mapping methods, 



Fot PC (Intel) 1B9.95 For PC (Alpha) 



.249.95 For Power Macintosh 89.95 



GENESIS"** 



Special Effects and Lens Rare Plug-in for Lightwave 3D and Studio MAX 



Genesis^*, is a revolutionary special effects plug-in that 
takes basic properties of physics and harnesses them 'or use 
in both still and animated rendering. Genesis™ can create 
lens flares, sparkles, glows, heat distortions, 3D particle 
clouds, gas clouds, explosions, and even flowers with com- 
plete animation control over every aspect of the elfeci. 
Genesis* 1 * eliminates the usual limitations of most compara- 
ble packages-point light sources or complex object linking 
are no longer necessary. Wilh Genesis wlx you can link any 
number of objects of any type The possibilities are limned 
only by your imagination! And this power has not been 
added at the expense of program complexity, indeed there 
are no lists ol parameters with cryptic names and wherever 
poss ble real time previews are available to reflect the 
changes being made 

For Lightwave 3D (Intel) $319.95 

For Lightwave 3D ( Alpha) $369.95 



Genesis 1-1 * incorporates a staggering feature set with 
advanced rendering options such as full field' rendering on all 
effects (even glows, sparkles), analylic anti-aliasing., full ani- 
mation of all effects, fractal noise, a completely new object 
flare effect that makes separate glow's park le/flare plug-ins a 
thing ol the past., particle animation that sets a new stan- 
dard, a wonderfully user-oriented interface with real lime 
feedback at all possible occasions, FULL advantage ol multi- 
processor sysiems (both in rendering ellecls and in user 
interface), unlimited layering capability, and blmdmgly fast 
performance. Full binary compatibility of files between the 
different versions (eg. create and load Genesis™ effects 
interchangeably between Lightwave and Adobe Photoshop) 
and much, mucfi man}. 

3D Studio MAX $339.95 

For PhDtoshop (PC or Mac Specify),.. 5149.95 



NewTek 



^ UGHTWAVE 3 D 



5.5 



3D Rendering and Animation Software for Broadcast Graphics 

Lightwave 30 is ihe easy way to create the most sophisticated 3D animation Imaginable- It's intuitive, complete, easy-to-use 
layout and modeling system deliver the ultimate in creative control, nnt trj mention liability Unparalleled features lor model- 
ing, surfacing, lighting and animating are right at your fingertips Raytraclng, motion blur. MelaMalion. Inverse kinematics 
(IK), Bones, field rendering, tens Hares, compositmg - they're all here And wilh OpenGL and Qurckdraw 3D support you can 
see ycur creations in re fll lime. Add a robust plug-in architecture, and it's no wonder you find LigfttWave 3D in more 
Hollywood animation suites than any other 3D program. Lightwave 3D is available lor almost platforms: Windows 95. 
Windows NT. Power Mac. DEC Aloha. SGI and Sun Microsystems. 

Lightwave 3D 5.5 Upgrades 'rem LW5.IH0 5,5 
For PC (Intel) 1599.00 From Intel 5.0 449.M 

From DEC Alpha 5.0 449.011 

From Macintosh 5.0 549.00 

From SGI 5.0 899.00 



for PC (DEC Alpha] 1599.00 

For Macintosh 1699.00 

For SGI 2499.00 



Upgrades tram IW 4.0 lo 5.5 

From Intel 4.0 -, 599.00 

From DEC Alpha 4.0 599.00 



INSPIRE 3D 



3D Art and Animation Software for Graphic Artists, Multimedia 
Developers and Web Designers (For Mac or PC) 

Specifically designed to meel the demand of the graphics pro. Inspire 3D is a powerful p;ogramthat lets you add a whole new 
dimension to your work by creating stunning print images, dynamic multimedia productions and slick web visuals that just 
aren't possible in 2D, With Inspire 3D. you can model, animate and render 3D elements in any style anrj complexity. By adding 
texture, molon, lighting effects and more, ycur print materials will almost pop off the page Use the images you create as sin- 
gle frame print graphics or as lower resolution animation files for multimedia or the web cr choose from a library of pre*crsal- 
ed images. And use the photorealistic or stylized animation images you create for real-time graphics applications, including 
VRML 2.0. for all kinds Cl projects. 



Compatible wilh Photoshop, QuarkXPress. Illustrator, 
Freehand. Director, ard more. Create sample oi complex 
animaltons. transform illustrator files into animated 3D 
graphics, create talier photorealistic 30 or cartoon -styte 
images and use pre-crealed or custom modeling. 
■ Supports 16 image and seven 3D model formats, gives you 
your choice of output with resolutions up to 8,000 x & H 00O. 

• Expandable modeling capabilities and a ton of plug-ins for 
specialized functions. Features like Spline-based modeling 
and MetaMDRBs let you mold and manipulate objects in 
ways you never could before, then output them as hi-res 
images - fast Use insprire's library of designer images, cre- 
ate your own • or mix the two for interactive content, 
games, training materials and movies. 

• Quickly and easily create brilliant single and composite 
images and animations to design exciting web sites. 

• Uses LighlWave 30s formidable rendering engine to put 
true photorealistic capabilities right on your desktop Gives 
your 3D images the edge you're looking for. 

Inspire 3D for Window 385.00 



* Revolutionary modeler lets yoL create any shape or form 
you dream up just by clicking on a few points. Then 
reshape, subdivide, clone, mocify. reposition and control 
any ooieci m 24-bii color and view it in real-time 

* Compositing capabilities let yoj to build sophisticated, lay- 
ered mages for print or animation and combine 3D ele- 
ments with 20 images or multimedia. You can also use 
photojraphs or video with 3D elements and appl/ front pro- 
lectioi Tapping lo make the elements accurately cast shad- 
ows against the photo or video image, 

* Intuitive interface with on-screen tutorial get you up anC 
running last. Want the easiest way to composite? Need a tip 
on shadowing? Curious about surfacing options? The on- 
screen tutorial is an encyclopedia reference, teacher and 
consultant that not only gets you up and running quickly, 
but helps you be more prod active every time you work. 

* Includes a complete library of gver 1.600 models, objects 
and other items lor you to use alone or in 
combustion with other graphic elements. 

Inspire 3D lor Macintosh 385.00 



SPECIAL EFFECTS: 

« Use use plug-in effects rang^ 
Ing Ifom precise color cor- 
rection filters to wipes and 
blurs, and even Photoshop 
liters. You can also animate 
each effect independently 
over time. 

AFFQRDABLE OUAlJTY 

■ Create anything you can imagine. Get top-quality motion 
graphics for film, broadcast or CD-ROM— $, 
at a Iraction ol Ihe cost of a dedicated system. ' 
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Adobe AFTER EFFECTS 3.1 

Compositing, Motion Graphics & Special Effects for Mac or Windows 

After Effects 3.1 provides the power and features required by film makers, video producers, editors, graphic designers, multi- 
media professionals and web developers to produce unlimited composites, fluid animations and sophisticated special elfeds. 
Available for Mac and Windows. After Effects is tightly integrated with the Adobe product family. 
so if you work wilh Premier, Photoshop, or Illustrator, you already have the skills, shortcut 
know-how. and hardware to make After Effects a seamless, powerful extension of your creative 
arsenal. Turn your computer into a mot ion -graphics studio and put awe-inspiring action into 
your work 

SOPHISTICATED COMPOSITING: 
■ Combine digitized materials from any source to create 
sophisticated composites and traveling mattes using trans- 
parency, complex masks and alpha channels. Animate 
Photoshop layers and Adobe illustrator art wt!h direct 
impart capabilities 

MOTION GRAPHICS: 

* Position and animate layers with unlimited keyframes and 

sub-pixel accuracy. View and edil your spline-based motion 

paths on-screen. Ensure super smooth motion at any speed 

with Ueld-iendcringand liuc motion blur. 




m 
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Adobe After Effects 



*599 



Artel Boris Effects 3. 



A multi-channel DVE generator, complete with mtralrame interpolahon. matte manipulation, 
and multiple keyframes. Boris Eflects lets you to create your own custom moves. Boris ships 
with a keyframe horary al over 150 customizable effects including cubes, picture-in- picture, 
chroma keying. Mting.soft edges, masks, filters and composting of unlinked track of video 
and graphics. Effects can be saved or used with different video source Clips. Create 3D flying 
logo effects from PICT, TIFF, bitmap, V1W and QjickTtme files using an embedded alpha 
channel. Other features include borders and droc shadows which can be colorized and made 
soft and translucent, as well as control over camera position ana hghi soiree ;,,th specular 
highlights. Based on a plug-in architecture, Boris closely integrates inlo all of today's popular 
non-linear systems, Once installed, it is easily accessed from their transitions and Irlters 
menu, It is nol a background application and no extra memory is requijed 



Blur and bevel filters 

• Control of image scale (size), posiuonrng. depth 
and opacity. 

• 3D effects with, depth control to create cubes or slahs 
with up to 6 different videos, picts or colors on each of 
the 6 faces. 

For Adobe Attar Effects (Specify Mac or Windows NT] , . 349.95 
For Adobe Premier (Specify Mac or Winrfows 95/NT) 395.00 

For Ulead Media Studio Pro 5.0 395. 00 

For Fast VM-Stjdlo Plui .. . ... 395.00 

For ln:tync Speed Rizo/ 395.00 




• Variable pivol points for 
unique rotation control. - 

■ Add keylrameable specular and ambient light to your effecl. 

• Cropping with full softness control of the edges and blend 
for really smooth soft wipe type of effects. 

• Includes a free year of upgrades and full tech support! 

For Media 1D0 ..... h .... T 549.95 

For Avid MCXprew NT 549.95 

For Discreet Logic im . 749.95 

For Avid Xpien (Macintosh) 749.95 

For Avid Madia Composer 749.95 
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VIDEO and PRO AUDIO 


~lg ItffrilBLJ 


BH 


TO INQUIRE ABOUT YOUR ORDER: 

800 221-5743-212 239-7765 

OR FAX 24 HOURS: 

800 947-221 5 • 212 239-7549 


New Address: 
420 Ninth Ave. (Bet 33rd & 34th St.) 


New York NX WOO J 


||PH0T0- VIDEO -PRO AUDIO) 




dm npc PVR-2500 

""{™ ur*a 'Perception' Digital Video Recorder 

The Heart of an Advanced 
Digital Audio/Video Workstation 

The PVR-2500 offers powerful features for awesome animation, morphing 
and rotoscoping capabililies. Willi features like 720 x 4ao resolution. i0-t>it 2x j 
ouersampled video encoding,, belter than 01 scaling, component and 5-Video 
outputs, multi* processor support and integrated FAST SCSt-2 controller, it 
empowers you; compuler to rival the finest professional produciion studios. 

• Full-length PCI card with integrated FAST SCSI-2 ccmroller. * Includes 

• Muili- format virtual lile system ensures complete Integra- DPS 
lion with your Windows NT applications. Any acquired Lockstep plug-in to provide significant control over 30 
video or computer generates Perception video clips appear Studio MAX 

simultaneously jn many different file formats including • Coupled with the AD-25QO component video capture card, 

TARGA, SGI, BMP and IFF. Perception is compatible wiih ihe PVR-250D becomes a broadcast-quality digital disk 

Lightwave 3D, Studio Max, Softimage and others recorder. It delivers unsurpassed picture quality, and stor- 

• Performs real-time interpolation of 30 fps video to 24 tps age capacity is limited only by the si:e/number ol attached 
film rates or vice versa. This means that it is also at home SCSI hard drives. 

on the Hollywood movie set as well. * The AD-J50D has component, composite and S-Video 

• Outputs broadcast quality 720 x 480 resolution. Dynamic inputs for real-time recording Captured video can also be 
range is in excess of 01 sealing so Images are brighter, exported as sequential RGB hies tor rotoscoping and other 
have more color and greater spahal resolution than e/er compositing applications 

belare. Component, composiie and S-Video outputs are * When used with the AO-25O0 capture card, a sound card, 
provided via the included breakout cables. editing software 4 one or more SCSI drives, the PVR-2500 

• VCR control simplifies tne task of batch digitizing and becomes a non- linear editor of unparalled performance - 
receding in mis mode, the PVR-2500 can read SMPTE "i unbeatable pnce. 

lime code from the source deck. 

^ PINNACLE q^v^ 

Post-Production System on a Single PCI Card 

Based on Pinnacle s EMMY award-winning special effects technology. GeniePlus is a complete desktop posl-production sys- 
tem that includes a 3-D DVE/swilcher. advanced character generator, last stilt-store and a dynamic paint system - at a price 
you can afford. Equipped wilh an incredible array of features on a single PCI ca-d. GeniePlus lets you create your own stun- 
ning effects, including page turns, walfir ripples and spheres with uncompromised 4:2:2 digital quality The Jull-lunction 3-0 

DVE provides ultra-smooth motion and no breakup (pkelation} when pictures are sized or rotated- You'll be able to create 
excit;ng warp effects with lighting, trails, shadows and borders faster and easier than ever before, 



DC-30 plus 

mirO PCI Capture Card for Windows 95/NT 



The DC30 plus lets you capture, edil. add special ettecis or titles to your video, mix 
CD-cuaiity audio, and men output the final cut to video tape The DC-30. plus also 
offers fast plug and play installation and easy to use software so you'll be producing 
studio quality video in minutes. It even analyzes your system and automatically config 
ures itsell to provide the optimum video qualify. 
■ The DC-30 is a PCI Bus mastering card tfiat delivers a 6MB 
per second sustained video data transfer rate for high 
quality video capture. PCI Bus mastering ensures CPU bot- 
tlenecks don't impede the performance of the PCI bis. 
thereby limiting the reachatie video transfer data rate. 

* 2 4:1 compression ratio (adjustable up to 32:1 ). A lower 
compression ratio means a belter final video image quality 
Compression ratios under 4:1 are considered to be broad- 
cast quality/ 

* Real-lime video overlay displays ihe video in real-time on 
the computer monitor during capture and video editing 
process eliminating the need for an external video monitor. 

* Full NTSC. PAL, SECAM. PAL M tor worldwide 
compatibility. 




Audio and video cap- 
ture is synchronized 
to achieve perfect lip- 
sync. (Capture from 
8-bil mono 11kHz to 
16-bit stereo 44,1 mi. 
Hardware acceleration 
of Adobe Premiere provides 

almost instant display of video 'thumbnails" in the construc- 
tion window {under one second|. Acceleration also reduces 
the time to create "previews" and linai vtdeo clip with 'make 
movie". 

Bundled with Adobe Premiere 4.2 full version. Photoshop 
3. OS LE and Asymetrix 3DVFX animation software 



DC-30 plus lor Windows . 



..799.001 



Mil a DC-30 plus Turnkey System: 

• 220-watt midtower case ■ Pentium 200 MHz MMX processor * PC! motherboard with 51 2.K cache 

• Diamond Stealth 3D 3000 4MB DRAM PCI display card ■ 64MB ol RAM • Quantum 3,2 GB IDE system drive 

• Seagate (Barracuda) 9GB SCSI-2 FAS T/Uitra- wide hard drive • Adaplec AHA-294QUW FAST/Wide SCSI-2 controller 

• 3 5" floppy drive • Teac CD-532E 32X EIDE interna! CD-ROM drive ■ Altec-Lansing ACS-43 2-piece speaker system 

• Focus 2001A keyboard ► Microsoft MS mouse * ViewSonic G771 17-inch 1280 X 1024 SVGA monitor 

• Windows 95 • Miro DC-30p/us video/audio capture card 

■ Adobe Premiere 4.2 (full version) editing software, Adobe Photoshop 3,05 LE imaging software and 
Asymetrix 3-D F/X animation software $3695.00 

DV-300 IEEE 1394 Digital Video Capture Card 

A digital video capture, editing, and playback solution for Windows 95/NT and MacOS , the QV-300 is built around an intuitive 
software application that offers frame-accurate DV camera control, uncompromised image quality, and the ability to intelligently 
search digital videotapes lor individual scenes. Additicnally, Ihe DV3QG differentiates Itself by providing a buill-in SCSI port for 
connechon lo high speed drives. 

DV-3D0 Hardware: 

• PCI board with bus mastering interface • Bundled with Adobe Premiere 4.2 LE 

• Includes 1394 cable * Convert your DV data lor ediling with olher miroVlDEO 

• One internal and two external DV connections editing adapters (eg. miroMOTlGN DC30, DC30 plus.) 

DV-300 DVTdoIs Software: 

DVTools automatically scans ihe DV tape and finds Segments can be arranged for a cuts only production, or loaded: 

scene in and out points The Camera Controller allows into Premiere tor effects and transitions miroiNSTANT DV, a plug- 
in for Premiere renders only effects and transitions, sawing up to 
50% of your hard drive space by not re-rendering the video clips. 
The video and the effect segments are then stored as individual 
video liles. When production is finished, oulpul lo the camera 
through the IEEE1394 link. From Premiere, miroiNSTANT DV auto- 
matically prints tiles back to tape in one pass, overcoming the 2 GB 
mnvie size limitation. 



lor previewing oelore down loading any data. Scene 
locations with timecode are organized in the drag-and- 
droo Capture Gallery. Scenes can be trimmed so only 
the video you want is captured, saving you valuable 
hard drive space 

Once you have arranged ihe scenes to edit. OVTools 
will automatically cue the camera and capture them. 



DV Master 



Unlike software-based OV systems that can be as slow as six times real-lime, DV Master incorporates 

Sony's DVBK-1 DV harGware CoCec to guarantee lossless transmission at top speed. Wrtn just one 

cable you can transfer video, sound and machine control signals in real-time. Also allows the 

display of live video during 'capture", as well as at any time during the editing process. You 

can scrub in or trim the timeline, and then preview it in real-time at full-screen, full-motion 

on your video or computer monitor, 

Aoolher advantage of having the Sony DVBK-1 on the board, is that it allows the DV 

Master to act as a real t me video Iranscoder, Using Ihe supplied break-out box, ^ . 

you can simultaneously convert analog composite, S-Video and component tnto \, 

digital and vice versa This is ideal for archiving analog footage onto digital as well as tor 

mixing analog and digital footage when editing. It also allows you lo transfer edited digital ' 

footage directly to S-VHS or Belacam SP without having lo lirst go back to the camera. 

Bundled Software: 

Includes Sonic Foundry Sound Forge audio editing software, and a choice of editing software: Ulead MediaStudic Pro 5.0, lull 

version ol Adobe Premier 4.2 or special version at in:sync Speed Razor MACH 4. 




^ 



cinopui DVf?ex-M1 



The Complete DV Digital Video Editing System 

The DVRex-Ml is a hardware and software bundle that offers a complete solution f 
capture, output and editing of DV (Digital Video) signals. Equipped with Sony's 
DVBK-1 hardware DV codec, a breakout box and U Lead's Media Studio Pro 
5.0, tne DVRex-Ml provides real-time capture and output of DV signals 
from your camera or VCR via Ihe IEEE1394 port, or converts any analog 
video and audio to DV. The system also includes- Flex Edit software so 
you can control your DV camera or deck, batch capture video and 
audio, add new audio iracks and scrub in real-time. DV editing has 
never been so fast, easy and flexible! 

Hardware Features: 




* High quality, scalable ^ideo windows displays real-time,, 
full-screen video during capture, editing and output. 

* During analog capture and output, video characteristics like 
brightness, contrast, saturation etc. can be manually set 

* When incorporating elects, an optimized hardwared DV 
codec cuts rendering time up to 25% 

Rex Eriit Software Features 
Manual and Batch Capture: 
■ Capture up to 20 minutes (4GB] mlo 
one AVI file 

* Seamlessly capture long DV seg- 
ments in one pass (over 20 minutes) 

4 Capture audio from single of multiple 
DV channels if desired 

* Frame accurate camera control when 
delmmg a batch list of video clips 

* When hatch capturing, camera auto- 
matically seeks to clips 

* Batch clips can be stereo in one or 
multiple AVI files 



■ Unique DV breakout box can be used either externally or 
internal in a 5-1/4" drive bay. The box features composiie 
and S-Video input/output, DV input/output and analog 
stereo input/output. With the optional M2 module it can 
also output component video s gnais and input/output d gl- 
ial audio signals (RCA and optical) 



Editing: 
Easy to use drag-and-drop interlace 
with audio and video timeline. 
Manually scrub through the timeline 
using a Microsoft InlelliMouse 
Real-lime video insert and audio 
scrubbing 

Viceo can be output directly from the 
tirreiine with seamless playback 
Works together with ULead 5 
MediaStudio Pro 5.0 (bundled with 
DVRex-Mi i for effects and titling 



Mulll-Ctiannfll Audio Input and Output 
with Mining: 

■ Capture and output native DV multi- 
channel audio 

■ Audio is perfectly synced wilh video 
during production and output 

■ Overcomes AVI single channel limita- 
tions with real-time audio mixing 

■ Multi-channel audio requires no ren- 
dering for real-time adjustment and 
output 



# TRUEVISION A 

TARGA 1000/MCXpress 

Professional Video Production Workstation 

Incorporating the award-winning TARGA 1000 video card and Avid MCXpress NT non-linear editing software, this fully-config- 
ured workstation meets Ihe needs of production prolessionaEs, corporate communicators, educators and Internet authors. 

TARGA 1000 Features: 

The TARGA 1 000 delivers high processing speed for video and audio effects, titling and compositing Capture, edit and play- 
back full-motion, full-resolution 60 fields per second digital; video wilh fully synchronized CD-quality audio. 



1 Compression can be adjusted on the fly lo optimize for 
image quality and/or minimum storage space. Has compos- 
ite and S-videc inputs/outputs. Also available with compo- 
nent, input/output (TARGA 1000 PRO). 



■ Genlock using separate sync input lor working in profes- 
sional video suites 

* Audio is digitized: at 44.1KH; o- 43KH? sampling rates, lor 
professional quality stereo souid Delivers perfectly syn- 
chronized audio and video, 



MCXpress Features: 

The ideal tool lor video and multimedia producers who require predictable project throughpul and high-quality results when 
creating video and digrsal media for training, promotional/marketing material , local television and cable commercials. CD-ROM 
and internet/intranet distribution Based on Avid's industry- leading technology, it combines a robust editing functionality w.th a 
streamlined interlace Offers integration with third-party Windows applications, professional editing features, powerful media 
management, title fool and a plug-In effects architecture. It also features multiple output options including so you save time 
and money by reusing media assets across a range of video and multimedia projects. 



TARGA 1000/MCXpress Turnkey Systems: 



• 300-watl. 6-Bay Ful Tower ATX Chassis 
■ Penlium ATX Motherboard wilh 51 2K Cache 

• Penlium II- 300 MHz Processor 

• Matrox Millenium II AGP 4MB WRAM Display Card 

• 64MB 10ns 168-Pin (DIMM) S-DRAM 

• Quantum Fireball 6 4GB IDE System Drive 

• Seagate Barracuda Filernal 9 1 GB SCSI-3 Ultra Wide Capture Drive 

• Adaplec AMA-2940UW Ultra Wide SCSI-3 Controller Card 

• Teac CD-532e 32X EIDE Internal CD-ROM Drtve • 3 5" Foppy Drr/e 

• Altec -Lansing ACS-4S 3-Piece Deluxe Speaker System 

• Viewsonic 8771 17-inch (1280 1 10241 Monitor (0.27mm dot pitch) 

• Focus 20Q1A Keyboard * Microsoft MS Mouse 

• Wtndows NT 4.0 Operating System Software 

• Avid MCXpfess tor Windows NT 

• Truevision TARGA 1000 or 1000 Pro Video Capture Card 

With TARDA 1000 S74J5.00 

Wilt TARGA 1000 Pro (component input/output) $7995.00 




SEVEN DAY CUSTOMER SATISFACTION GUARANTEE 



Circle #219 



aXB VSaocs 



980519 



302 235 1204Orderline 
302 235 1506 Information 
302 235 1507 24 Hour Fax 
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4142 Ogletown-Stanton Road #314 
Newark DE 19713 



SAME DAY SHIPPING! 
http://www.devineinc.com 

EMAIL: devine@devineinc.com 
ORDERLINE 1 800 699 6614 



Amiga Hardware 



A52Q Video Adapter (#02214) 

Clarity 16 [#027031 

Cybervision 64 3D w/4MB (#02245! 

Cybervision 64 Scan Doub (#022511 

DKB Cobra 1200 33/33/00 (#020521 
DKB Magachip 2000/500 (-02400 

DKB Multistort II 6A W039021 

DKB Ropidfire (#021011 

0KB Spitfire (#021111 

DKB Wildfire 6B060 A2000 [(102050) 

GVP I/O Extender [#023011 

ICD Flicker Free Video II [#022071 

LilUe Mogic Box IY/CI [#0221 61 

Megolosound (#02704] 

Midi Interface. Pyramid l#O270O] 

RetkioZ2 l#02231| 

Retina Z3 H02224) 

Supergen 5X [#022061 

Supergen SX Studio l#02218l 

Sync Strainer (#032021 

Video Flyer V4.2+ [#022021 

Video Toasler V4.2+ [#022011 

Vidl 24 RT IS02238I 

Vidi 24 RT Pro 1*1022221 

Viltagetronic Ariadine (#07004) 

Vfllogetronic Liana (#07011) 

Villagetronic Picasso 11+ (#02213) 

Villogetronic Picasso IV (#022331 

vlab Motion (#022231 

Vlab Molion/Z2/TocaHa (#022531 

Vlab Molion/Z3/Tocatta (#022251 

Vlab Y/C External (#022421 

Vlab Y/C Internal (#022261 

Wizard 560OPI Mouse (#044011 

YCP-GA Y/C Adopter |#02240] 

Y/C Plus l#02241| 



Amiga 
Software 



3D Rom Volume 1 or 2 (#51077) 

AMITCP/IP (#50002) 

AWeb II (S53047) 

Audio Thunder (#54002) 

Address il 1 5 (#53048) 

BliiZ Basic 2.1 (#51033) 

Cinema 4D (#51079) 

Control Tower (#53011) 

Co Pilot Audio (#54000) 

Co Pilot Video (#55003) 

Cross Mac (#50000) 

Cross DOS 6.0 Pro (#50001 ) 

Cybergraphix (#53004) 

Dem-Rom (#51080) 
DeJuxe Paint 4 

Diawolo B-Up Standard (#53049) 

Diavolo Backup Pro (#53050) 

Digital Universe (#56001) 

Directory Opus Magellen (#53013) 

Easy Ledgers II (#51081) 

En Print 2 1 (#53024) 

Diskmagic (#53033) 

Gamesmilh (#56002) 

Gigamem3.12 (#53051) 

GP FAX Generic (#53030) 

Hi Soft Basic 2 (#51082) 

Hollywood FIX (#50003) 

Image FIX 3.0+ (#53006) 

Imagemaster R/T (#51083) 

Impact' 1 05 (#51051) 

Interchange Plus (#53010) 

Kara Collection (#51011) 

Lightwave 3D 5.0 Amiga (#51037) 
Lightwave 3D 5.0 Upgrade (#51031) 

Lock & Key (#51086) 

Macroform 2 ( #53053) 

Main Actor Broadcast (#51013) 

Main Actor Professional (#51141) 

Multimedia Backdrops (#55008) 

On the ball (#53041) 

Pagestream 3.3+ (#51012) 

Pro Vector 3 (#51064) 

P ro Wipes 2.0 Vol 1 or2 (#53054) 

Radar 4000 (#51007) 
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SAS/C Developemenl (#51085) 

Scala Art Library II (#55006) 

Scala Art Library 111 (#55007) 

Scala MM3DO (#55002) 

Scala MM400 (#55000) 

Scala MM40O Upgrade (#55004) 

Sequencer One+ (#54004) 

Termite TCP/IBrowse (#53005) 

Turbo Calc 3 5 (#54005) 

Twist 2 Database (#54006) 

Typesmith 2.5 (#54007) 

Upper Disk Tools (#53052) 

WordWarth 5 (#54008) 

World Construe. Set 2.0 (#51004) 

World Atlas CD (#56000) 

Zip/Jazz Tools (#53019) 



Lightwave 

oftware 



18 Perfect People LE 
18 Perfect People 
3D Objects 
Impact 1 2 Intel/MAC 
Impact 1 2.0 DEC Alpha 
Impact! lot -> 2.0 Upgrade 
Leny '97 Tutonal CD 
Lock & Key Intel/Mac 
Locks Key DEC Alpha 
Ltghtwave 5 Upgrade 
Lightwave 5,5 Upgrade 
Light-Rom 4 
Light-Rom Gold 
Moving Textures 200 
Particle Storm v2 Intel 
Particle Slorm v2 0DEC 
RealiTools Intel/MAC 
RealiTools DEC Alpha 
Sparks Intel 
Stripper Intel 
Stripper DEC Alpha 
Universal 3DC 
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PHASE 5 Cyberstorm MK III 

- Up to 1600% speed increase Desktop A4000/030 & 800% for 68040 25mhz owners 

- Includes 128MB ram expansion capibility for A4000D/T A3000D/T 

- Ultra Wide SCSI I & II FAST HARD DRIVE CONTROLLER - Up to 10 MB/Second transfer rate 

68060@5QMHZ BOARD $659 

Low hoof, power & profile simms for maximum performance - * MB *°NS 10.00 
REMEMBER! We have our LIFETIME WARRANTY on CPU. FPU B MB 60NS 20 -°° 

and RAM (MEMORY) chips! »J» *££ ".00 

TRADE IN YOUR OLD Warp Engine upgrade kits - 
ACCELERATOR & PAY 40mhz (#03600) 95.00 
ONLY $ (call for details) 33mhz (#03605) 75.00 



Amiga SystemsWNon Linear HW 



We have older A4000/3000/2000 call 
reconditioned systems now 
available. (Limited quantities) 

Amiga 4O0OT SYSTEM (#01109] 1 995 

6B040 O 25MHZ - 2.1GB HD -6 MB RAM 
SCSI II HD Controller Card - Software bundle 

Amiga 1200 SYSTEM (#01107) 399 

66020 ft 16MHZ ■ HDs Available-2MB RAM 



Lightwave 5.6 Intel/Dec 
$1699.00 

Adobe Premiere 4.2 S475 00 

OnStage 20bit 

AWESOME PRICING $1199 



'Truevision 



TARGA 2000 PRO 
TARGA 2000 
TARGA 1000 PRO 
TARGA 1000 



3499 
3299 
2199 

1799 




DV300 

$679 



Video or Motion DC10 
Video or Motion OC20 
Video or Motion DC20* 
Video or Motion DC30 
Video or Motion DC30* 



The Best 
Price 
Awaits 
You ! 



Call 
Call 

Call 
Call 

7S3 



= wT= 



K 



VIDEO TOASTER & FLYER SYSTEMS 



Amiga 4000T System 

Reauiresa mustpurehase processor 
"tion listed ueTerw. 



Motherboard with two video slots, five zorro III slots, 3.5" |#011ll| 

floppy disk drive, mouse, keyboard, two megabytes of $1795.00 

option listed ueirjw. ram,2100+ megabytes of hard disk space, software bundle 

Processor Options - A4640/A3640 68040 @ 25mhz w/CPU, FPU&MMUWKX>5\ $ 149.00 

( up to «WK faster jtwo s.mm sockets C y b e r s t o r m 68060 @ 50mhz w/CPU, FPU & MMU $659.00 

( up to eoo* faster jFour simm socKefs poWER PC 233 233Mhz CPU w/68060 @ 50mhz $ 949.00 

Memory Options - ( Minimum of ten megabytes of ram required, more recommended ] 

REMEMBER! We have a lifetime warranty on all memory purchased 4MB ] x 32 60ns simm (#03400) $ 10.00 
frpm Pe Vine Computer Sales! gm gag ^^ sjmm {#03401J 20 00 

16 & 32 MB SIMMS are for use with MS Warp Engine 8. A4660 16MB 4x32 60ns Simm (#03402) 

Processor Options, they will not work on the A4000T Motherboard! 32MB 8x32 60ns simm (#034031 

VlQGO TOaSter 4.2+ - (Hardware* Lightwave, Switcher, Character Generator Paint Prg, ) (#02201] 

Video Flyer 4.2+ - <vid» Tester required') (#02202) 

9.1 GB HD Video Tested 

Stores 99%+ HQ5 Mode! That's approximately 35 minutes of HQ5 ioolagel (Standard mode stores even more' ) 



50.00 

$895 

$ 2399 

$ 499.00 



4.6 GB HD Video Tested 
2.1 GB HD Video Tested 

Stores S9% + HQ5 Mode 1 Thai's approximately 8 minutes of HQ5 1001396' (Standard mode stores even more 1 ) 
v> CIO piiS LrckDI& "(Required to connect flyer to external cabinet \ 

Midtower Chassis / External Cabinet - 

Houses up to NINE devices, five 3.5" bays, four 5. 25" bays, 250 wait power supply, three 
internal sesi daisy chain cables. 7 7" wide x 18.1° tali. 16.6" long 

32X Teac CDROM DRIVE & ASIM CDFS 3.8+ - 

Required to install toaster / flyer software 



$ 299.00 
$ 249.00 

(#03205) $ 99.00 
(#033041 $ 145.00 

$ 89.00 
(#53001) $ 49.00 



Need some reasons 
to buy from De Vine ? 



- Same Day Shipping - No Sales Tax In Delaware 

- Lowest Restocking Fee (Only 10% As Of October 01, 1997) 

- Lifetime Warranty On CPU & Memory (Ram) Chips 



Do your shopping then call us for the LOWEST price, or save yourself time and order from us now! 



DIGITAL 

PROCESSING SYSTEMS INC 

Perception Video Recorder (#02217) 1590 
Perception Capture Oplion (#02248) 859 

RS 422 Option (#02249) 185 

Bundle with external cable (#02227) 2369 

Perception Audio A4V (#02243) 1229 

PercoptionFXAccetcrator (#02250) 819 

Time Base Corrector IV (#02203) 795 

Edit Bay (#02299) 699 

Vector Scope (#02221) 795 

Animation recorder A / PC (02236r7) 1599 
SPARK w/o Adobe (#02281) 449 

Spark wl Adobe Premeire (#02280) 595 



Tape Backup Drives 



ibwe 




8700 LT External (#14951) $549 

7GB uncom- 
pressed 14GB 
compressed 
60MB per minute 
2 year warranty 
SCSI I & II 
8MM 160M 

Eliant 820 (#14964) $1199.00 

Internal Same specs as above 9700LT bu! can 

also turn off compression andean verify 

datalts also twtce as fast I 

8MM 160M Tape (#15205) $15.00 

Sony SDT900Q 12GB<24GB $ 999.00 

Works great with Flyer. Perception 

Targa, etc ! - Two year warranty 

12GB uncompressed - 1.2MB/Second 

24GB compressed - 2.4MB/Second 

SCSI l&ll- Uses DDS3 TAPES 

DDS3 4MM 125M TAPE S 29.95 

SONY 

SDX 300 25 / 50 (#14953) 2299 

3072k / second - two year warranty 

25 GB uncompressed / SCSI I & II 

50 GB compressed / 8mm 170m 

8MM 170M TAPE (U15209) $95.00 



CPUS FPU Upgrades 
and Replacements 



6S040RC40 W/MMU & FPU U03404I 95 

68040RC33 W/MMU & FPU W03405I 85 

68040RC25 W/MMU & FPU (#034Q6| 49 

68030RC50 W/MMU |i034Q8| 49 

6803QRC40 W/MMU (#034091 39 

68030RC33 W/MMU (#03411) 35 

68030RC25 W/MMU (#034121 29 

68682RC50 MATH CO-PROCESSOR (#03414) 45 

6B882RC40 MATH CO-PROCESSOR (#034151 39 

68882RC33 MATH CO-PROCESSOR (#03416) 35 

68882RC25 MATH CO-PROCESSOR (*03440l 29 

6BB81RC25 MATH CO-PROCESSOR (#034171 20 

INTEL PENTIUM II 400 799 

INTEL PENTIUM 200 H03606I CA 

INTEL PENTIUM 166 1*036021 L 

MMX & Pentium II available L 

Extensive stock of Motorola, Intel.S. 
Cyrix processors available, so if what 
you are looking for isn't listed, call us! 



Memory /Ram Chips 



Removable Hard Drives 



SIMMS 



64MB 72PIN 16x32 60ns (#03442) 249 

32 MB 72 PIN 8x32 60ns (#03403) 50 

16 MB 72 PIN 4x32 60ns (#03402) 25 

08 MB 72 PIN 2x32 50ns (#03401) 20 

04 MB 72 PIN 1x32 60ns (#03400) 10 

We are proud to announce that we offer 
a LIFETIME WARRANTY on ail chips 
we sell. 

1x4 Static Column Zips $4.00 Each! 

DIMM. SIMM. ZIP, DIP, 6 PIN to 168 PIN 

Call with your needs! 



Amiga Custom Chips 



Kickstart 13 rom 


call 


Kickstart 2.04 rom 




Kickstart 2.05 rom 


for 


Kickstart 3.1 rom 




Kickstart 3 1 roms 


the 


3 1 Upgrade Kit Complete 




3.1 Upgrade Books & Roms 


I 


3.1 Upgrade Books & Disks 


o 


Amber 


w 


One MB Agnus Chip 8372a 


I' 


Two MB Agnus Chip 8375 


5 


8520 CIA 


t 


8373 Super Denise 




Super Dmac Revision 04 


11 


Super Buster Revston 1 1 


r 


Super Ramsey Revision 04 


i 


2630/2520 upgrade kit 


c 


2091 upgrade kit 


B 


Janus 2.1 Upgrade kit 


I 



Miro DC 30+ $749.00 
Miro DC 20+ $449.00 

FAST 

Fast A/V Master $699.00 

- Includes Media Studio 

Pro 5.0 Full Version 

I http://www.devineinc.com 
devine@devineinc.com 



Amiga Repair & Diagnostics 



Service Manuals For Commodore Products 

$ 29.95 



lOMega Jaz Internal 
lOMrjgn Jaz External 
lOMoga Zip Internal 
lOMega Zip External 
SyQuest 44MB Internal 
SyQuest 270MB Int 
SyQuest 1 5GB SCSI 
SyQuest 1.5GB IDE 
44MB Syquesl Cart. 
68MB Syquesl Cart. 
270 3.5" Syquesl Cart 
Jazz Cartridge 
Zip Cartridge 



(#14908) 
(#14907) 
(#14906) 
(#14905) 
(#14900) 
(#14960) 
(#14913) 
(#14916) 
(#15200) 
(#15201) 
(#15202) 
(#15213) 
(#15210) 



CD Rom Readers 



Toshiba 32x IDE Internal 
PLEXTOR 32X Internal 
4B00k/second - 85ms 
seek time -512k buffer 
scs: I & II - Caddy/ess 
PLEXTOR 32X External 
CASE, power supply, fan & 
DB25-CENT50 cable 
TEAC 32X Internal 
4800k/second - 85us 
seek time-512k buffer 
scsi I & II ■ Caddyless 
TEAC 32X External 
also includes case with 
power supply, fan S, 
DB25-CENT50 cable 
ASIM CDFS (AMIGA) 
FWB TOOLKIT (MAC) 



299 

3D9 

139 

139 

99 

149 

275 

275 

39 

49 

54 

85 

19 



69.00 
149.00 



(#53001 ) 
(#53043) 



49.00 
15.00 



CDRom Recorders 



Yamaha 4260T 

6x Reader & 4x Writer 
2x Rewrtter 

SCSI INTERNAL (#14224) S 409.00 
SCSI EXTERNAL (4142248) S 453.00 

Yamaha 4001T 

6x Reader & 4x Writer 

2x Rewrrter 

IDE INTERNAL (#14225) S 449.00 

Yamaha CDR400T 

6x Reader & 4X Writer 

SCSI INTERNAL (#14207) S 389.00 
SCSI EXTERNAL (#14708) S 44S.00 

Panasonic 

6x Reader & 4X Writer 

SCSI INTERNAL (#14223) S 249.00 
SCSI EXTERNAL (#14708) 5 309.00 

RICOH 6201 

6x Reader / 2x Writer 
& 2x Rewriter 

SCSI INTERNAL (#14215B) $ 355.00 
SCSI EXTERNAL (#1 4708| $ 414.00 

Mastering Software 

Master ISO V2.1 (Amiga) £ 69.00 

Toast (MAC) (#53038) S 3S.O0 

Easy CDPRO (IBM) (#53037) $ 35.00 

Version 2.11c with Direct CD Software! 



CD-R Media(QTY 100)S.99 Each 
CD-RW Media $19.00 Each 



Hard Disk Drives 



Quantum* 

18.2 GB Atlas III SCSI >■ 
1024k Butter (cache) 
7200 rpm - 7.5ms - 5 Year 

9.1 GB Atlas ll-N SCSI 

9.1 GB Atlas ll-'.V SCSI 
1024k Buffer (cache) 
7200 rpm - 8ms - 5 year 

4.5 GB Atlas ll-N SCSI 
4.5 GB Atlas II -W SCSI 
512k Buffer (cache) 
7200 rpm - 8ms ■ 5 Year 
4.5 GB Viking SCSI 
7200 rpm - Sms - 5 Year 
6.4 GB Fireball ST SCSI 
6.4 GB Fireball ST IDE 
5400 rpm - >10ms -3 Year 
4.3 GB Fireball ST SCSI 
4.3 GB Fireball ST IDE 
5400 rpm - >10ms - 3 Year 

3.2 GB Fireball ST SCSI 
3.2 GB Fireball ST IDE 

5400 rpm - > 10ms - 3 year 

2.1 GB Fireball ST SCSI 
5400 rpm - 10ms ■ 5 Year 

2.2 GB Atlas II N SCSI 
2.2 GB Atlas II W SCSI 

7200 rpm - Sms . 5 Year 



1199 



(#14546) 
(#14576) 


649 
649 


(#14544) 
(#14574) 


449 
449 


(#14631) 


349 


(#14635) 
(#14632) 


379 
229 


(#146716) 

(#14571) 


275 
229 


(#14556) 
(#14562) 


259 
199 


(#14572) 


239 


(S14625B) 
(#14625) 


259 
259 



c&? Seagate 



19GB Barracuda Narrow 
18GB Barracuda Wide 
9.1GB CHEETAH 19101N 
9.1GB CHEETAH 19101W 
10000 RPM! 7 5 MS! 
NOTHING IS FASTER ! 
9.1GB Barracuda 391 73 N 
9.1GB Barracuda39173W 

7200 rpm -8ms-5yrs 

99.10+% HQ5 81 
4.5GB CHEETAH 34501 N 
4.5GB CHEETAH 34501W 
10000 RPMI 7.5 MSI 
NOTHING FASTER I 
4.5GB Barracuda 34572N 
4 5GB Barracuda 34572W 

7200 rpm - 8ms - 5 yrs 
2.1GB Barracuda 32272N 
2 1GB Barracuda 32272W 

7200 rpm - Bms - 5 yrs 
52520A 2.5GB (IDE) 



(#14613) 
(#14614) 



NEW I 
NEW I 



(#14615) 
(#14616) 



1199 
1199 
7S9 



599 
599 



499 

549 



475 
475 



357 

335 



199 



Drives we havB sold have proven to be very 
reliable! Up to 100% usage Digitally on DPS 
Perception, Newtek Video Flyer, Targa Series, 
Miro Series, Avid Systems, Media 100 

Not sure which drive suits you best? Call usl 



Amiga Replacment Parts 



Keyboards 
Floppy Disk Drives 
Power Supplies 
-A4000, A3000, Etc. 
Custom Chips 
Cases 

Motherboards 
-A4000, A2000, A500 
-A3000, A1000. A6D0 
Hard Drive Controllers 
-A2091, GVP4008 
- Fastlane Z3 



39+ 
29+ 
29+ 

Call 
25+ 

$50- 
$995 

$79+ 
$299 



UXB Vtto 



eewtpmsK 



302 235 1204 Orderline 
302 235 1506 Information 
302 235 1507 24 Hour Fax 
http://www.devineinc.com 

4142 Ogletown-Stanton Road #314 

Newark DE 19713 

Circle #220 



ORDERLINE 1 800 699 6614 



AV£X. DISCOVER. ftAASTER CARD, VISA, DINERS CLUB AND COO ALL ACCEPTED MAM. PREPAY- 
MENTS TO THE AD0GE5S ON 1£FT PRCE5 AND SPECIFICATION ARE SUBJECT TO CHANGE WTTH- | 
OUT NOTICE. DEFECWE ITEM5 REPASS) OR BE RACED WITH SAME ITEM. AU. SALES ARE FINAL 
AFTER TEN DATS. RETURNS ARE SUBJECT TO 10% RESTOCKING fEE PHASE CAT! 302 135 1504 
FOR Rf4A» BEFORE RETURNING MERCHANDISE. RETURNS WITHOUT RMAir WU BE REFUSED 
SHIPPING IS NOT REFUNDABLE. WE ARE NOT RESPONSIBLE FOR INCOMPATWUTY Of PfBO- 
UCT5 COOS ABE CASH ONLY COO FEE IS 16.00. 
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the Latest 

wT^Ji News 
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- The Lightwave Box 

• The Flyer Box 

" Aura & Inspire 3D Areas 

• New Bonus Section for readers 

• Hundreds of pages to explore 



www.newtekniques.com 
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NO SURCHARGE ON CREDIT CARDS 
Some Day Shipping Available 



■^^%&%fe!5e£/fe!!jyB^*5S$3*!4£* 



SONY 

Sany FralmMilanal/titdwilrial 

UWMfflS 3-CCD Btf.icarr. Cflmco^r . .. CALL 

DXC-327B 3-CCD- Dodobtl Camera .....CALL 

DXC-D30 3-CCO Datiubte BSPCinn Sys CALL 
DSfl-t Doeub'e DVCAM P^tal Ren>r<Jer,.CALL 

DSR-SO jVCA!.' Digital YCH CALL 

BSP--T33 DVCAH Carrwaer Package CALL 

[■GMD33WS „ _ ...CALL 

Ifcwf D SR-300 . Ki-Stdck 

JawfDSft-ZOTA n-Stort 

ft?**W.., CWArlHef 

DS121030»agttDVCAM(tan-o 367500 

PW-3 DoWWt Bettcam SP ■Rtcwitt CALL 

PVA-OSOBetiCtfnClfiitOiflerPKiijgi- CALL 

J = in> atleta.it rTf 

Jorljr (■lolam 

UVW-T200 CALL UVW-HO0A CALL 

LVW-TfiOO CALL UVW-'KIO CALL 

J*»K tdftlMg 

DFS-300 DME Swixhtr CALL 

FXE-13C..CM^,:^-:'ri CALL 

PVE 500 Afl Roll Edrt Cor-troHer CALL 

Panasonic. 

AG-456 



SONY 

fojry fjnm 1 Hit f.jitr.rateFi 

CCD-TRV15 15390 CCD-TRV25 53E9D 

CCD-TRV 65 .599.90 CCD-TRV 75 67E Hi 
CCD-TBB8S. -4990 CGD-TRVS3. 815.93 
CCD-TRV 99 . . .939 90 CCD-TRV 101 ...91! 

CCO- TH 67 449 90 CCD-TP S7 4B5.S0 

CCC--TR 940 530.90 



Special Offer 

TB-96 41990 TRV-15 46950 




TRV-9 1389.90 OCB-SCIOO. 

ocsvuaxsaeetiiai 

O'/BK 3CO0 v.lri: Cry .v C.rj 

(•■r vri-i 

OHRI0O0 DISITAL (DV) -S" 

iotttf ....■:. w, .7.1 

SVO-1320 CALL SV0 I42L> 

SVO-1520 CALL SVO-K23 

s,,.:, JIV VCR 

5LVS40 11990 SLV-77S 

SLV-766 209.90 SLV-793 

SLV99B 24990 SLV-780 

SLV98D 339.90 SLVR-1000 

SLV-AV100 

J.-n Inn V:S 

gv-asoo... 

F7VC-2W 




IS; 52 
.219.90 

ns.M 

4S.K 



AG- DPS OOH 

S-1KS Supti Cm J«0 Mr,,,-. I Sign*! 
Proirjsi'no fonrartffr 




• OPtOBH I-CCD 4M9.C0 

• DP-100H -KL- Pml»sf...ULL 

AG-IZ1U 

3CCP Olflial Vtdio Cumtfa/Riiarjir 
DCMO '1,199" 

AG-19RO 

J>W HI-FI Vldia Cauette feioreYr 
AG-'M . .48900 A17-796 fflS.OO 

AWZ-JOfVm mj.m 

MI [HI 



S4990 EVS-5O00 

Panasonic. 

rnf-( mm>w»i 

FVA-208 35990 PVA30.' 

PVD-407 54990 PNtVSOT _ 

PVD-607 67990 PVD-417. .. 

PVD-30o 

L'DSC 1./K1 AtoniUr 

PVL-558 -.44990 PVL-65S 

PVL-758 529.90 PVL-BS8 

PVL-958 . 

m 

PV-8400 125 90 FY-8401 

PV-84S0 135 50 PV-B45t . . 

PV-6661 15590 PV-6662 

PV-8664 

tiltlnj Coj.pojit.lr 

AG-1320 hdustnaU-Head 

AG-2550 VHS HiFi 

AG-5700 S-VHS RS-222 

AG-A350 IMKWV Ed-t ConlroS 

AG0554S S-VHS PUyer 

AG-DS 555 S VHS Edit Recorder 

AG-DS 640 2850.90 AG-DS B50 

AG-5210 599.90 AG-A3SO 

WJ-AVt56 0.f-JIAVWi.ltr... 

WJ-MffiOOio-talAV Mirer 

WjLM)C50DivtalAV Mirer 
BT-S1360VI3"CM)!VdHiMorT.M! 



77700 
359.90 
r<IK 90 
335.90 



Canon 



.515.90 
57i S7 
333 93 



13:90 

75590 

CALL 

—CALL 
. .CALL 

CALL 

2453 33 
. 533 50 
.315735 

37; it 
3235 5: 
- CAli 



JVC 



IVllNI DV XL! 

• 16» Ofla: !•■. •■ ! ..,- ■ 

• IB'IZEIPC'/L .' ; 7 : 4J.«S.» 



FteUiitvmwl Vlitv 

BR-OVIODodublffQVRecordtr CALL 

BR-5422U S-VHS LThxkUh PKOrttr CALL 
KY-19-LI Viaea Cimen CALL 

KY-D29'J D.C7tal P(K Canwn CALL 

KY-F55-U VidM Cjmera CAU 

GV-H-BL! 1/2 - S-VHS Camccr;;- 499990 

GY-X34J Camcordsr 269690 

VES S3 Edn DK1CALL BR 500 CALL 

BfiS-BCQ CALL RL'-EfTCU CALL 

■MM 
m-M9OT -«ll GB-Ol'l ftfta;t99.» 

GRTOM-5 .112990 DB-DV1 126990 

GR-DWX Fro 1579390 

DV-FT2 PCVao PfRW 47990 

GV-CB1VdmC4c!j7«B37 .249.90 

HS-VI Sip F-ir/ei Pick 16990 

HR-VP830U 31995 HRS5M0.. 32S95 
HSS-69D3 35551 H0S 7330 13995 

HRE-94O0 63995 HS-DD740 26995 

RS-33S43 299.95 

SF3-255 J E»: P.KOiaa.PU;!. S-VHS .. .939.95 

BRO40 CALL ER-D50 CALL 

.CALL ER-D85 -CALL 



Oii-ifrij C*iitr«rrf*r t tmrnmrv iir-onr 



D? 







IVmtrJCarionZP 1M9.M 

B-e70 3niT 323 <n Li9?EBrn. S3JK 

ES-20V Bmtl «T LCD 479.90 

ES'33-M Hi3. .. JE990 ES4MX) Hifl . ...589.90 

ES-5KM „ 4B9.90 

ES-EKXM Hi3 v.^yt Ccnlicji „ S39_Sfl 



- iv/rs -jff ^ <235Es*> 



P.-Qt'eisiora! tdltlxg tytltm 
• IR-SBDOU S-Vhl Stiwti/rhftT 

■ is-iictu s-vrii f'!,.i 

■ IMC-BDSU A/I 1*11 f Jit C cm a II. t 

.{j.uiV'f-fimiT * 4T9U A/I tali 

es-sb srsriM 

CmijUkI: 3— *«WB0U. I— RtAfi-*0O 



CENTURY 
PRECISION OPTICS 

Jraarftair Irrfn [inr Uttciioiiei 
W.d= A-Ele Aup:?r Se: 5X and .7X..CALL 

WtcJa Converter &X CALL 

DouhltA5pheTB .Q( CALL 

Super FttlM Adjjyf ^X CALL 

Teiecorwirttf 1 &X CALL 

Te*econv*r!w 2X ....CALL 

Acfirarrj:»ttiffl[rttrs .'£.-? -26 CALL 
Oi S iti,I fmrimt 

fiX WhtoAngti ™. CALL 

65X W-3; Aroie «LI 

2xTfie£XWd*A,Xl'* GALL 

AtJKMrrjcDonterj.l, .2. ^l *7..CALL 



Ditui 0#il VCI? 

HV-60JO. 3S993 fjOW . . ..459.90 

9050. U99Q GY-H'XTL J23.M 

9W0 4?9?0 9"CO HtSfl 

HITACHI ^S3 
SHARP 



Sony DVCAM Tape 



DVSam 32 CALL. DVCam MA CALL 

DV>n 184 CALL PDY 1C Masi£r.,.,CALl 

Pff/MastEi CALL 



■femPoA Pawir S»ri*s 

12V. ...CALL Pto12V „CALL 

Praia.?; . . CALL iiKfiascC'^T.CAL.L 
372Car-Charg-*r..CftLL 53350 l,'i:-:-_ "■: ; :-".. 

53000 VfttflM Prfl*KJ«Hi CALL 

56Km'i.al>;r:!PicleHMuJ- CAUL 

CiT^b Bam Pew Pack _CALL 

TfiOOUyPro. CALL BTOFddPfO CALL 
Atect«f cabl* For caaotdtis CALL 

T f VIDEONtCS 

his; o. Mi 

MX-Pm CALL PTM-- K:L 

MX-1 D.g[UIV41tt !*«..._ CALL 

EcitSuleiAS-11 CAR 

Vidn TuenuLB iTM 2000- CALL 

ViSm Tlarmta rjM-3000) CAa 

SaLid ElfKIS U.«( 7SE-I I CALL 

Thumbs Do Vid*c :d.:of rn>l) CAa 



EXECUTIVE DIGITAL & IMAGING, CORP. 

60 Broadway, Brooklyn, NY 1 121 1 

718-218-8700 

Daily 9-7, Fri 9-2, Sun 10-5, Closed Sat 



w&m*^@im!!m&&%m 



'*J2& ^^gy^r fff 

Qrdtf attr '100 — fitiirt Pirtonai Walkman Cmnttc Player \ If" Vshfl. 
QrtiMf at»t i00 — mtivt MtnYfM Cotstili w/hiodphont itttee fit" Ytto). 
\tt ar«r ' 1JQQ — unite Wnldwida 9 i end pittatU ttadio fJf-" Ye'.at}. 



299:90 ^^& 



*mw%k 



CCD-TR501E. 3S99C CCC-TR506E 39959 

CCD-TR72-3E 5S9 9C CCC-TR92GE ., -669T30 

CCC-TB',7- 1263 93 CCD-TRV54E 65393 

CCO-TFWKt £45=0 CCC-TRV4iE_729.90 

CCC-TRMBt 94990 CCD-TRVS9E .99993 

DCB-PC7E I739X CCH-TCIOE -149900 

Panasonic. 

national PMl 

NV-PX7 . . . A7SK ftlV-WtO J2990 

HV-W30 .4tiBW} NV-VXT0 539-90 

MV-CS5 li«90 H-950Q .M9.95 

t ra m 

AG47L1L1 &3990 AG-&7M H90.90 

A6-OP20O 1079.H AG4WF_„ CAa 

WJ-UX20E B95 9C WJ-HX30 13S9.90 

WJ-HKM CALL WJA\155... 799 SO 

SHARP 

VCJiX-1 Uua $ys«rn * Con\Trt*r .CALL 

Samsung SV40DO WcrW iY«B 

Conwraon Srsitm ll9Bfl9 




AIWA 

it'lM J-.' 
Super Mtlli-iljHcl 
foil eerier SUC/Pal 



Digital Industrial 
Camcorders & V« 



cau f se Teuf tm Htmm 



PANASONIC 
PRO SYSTEMS 

AJ-D90VTS CAU. 

AJ-PW50 Studio VIP. CALL 

AJPDSXiWCjrrica-tlei ^AU 

PTL795 XGA Projector ___„CALL 

PT-L595. SVGA Pic^clar .... CAU- 

PT-L555 SVGA Protector CALL 



"B" STOCK 
SONY BiTACAM 

BVW-75 CALL BVW-70 CALL 

BW7-60SPIM,fr ._..CALL 



CA.L 
.CA.L 



-7-L 



3'AV.35 7sljR-rc-v 

BVW-40 

PVW-2300 .v-TR-; 
PWMBSa TncM-c R14,t; *.TBC CA.L 

UVW-l^SPteJWclljtiSrotr . CAli 

LnTW.ISMSPEdlteijPajtr CAa 



htmKwmm 

hmak W-SSSkcessmyHit 

PaaasmicimifPKi! 

'4^90" 



Pirjsrjr.cAGDS-545 .2249.90 

P^somc AGDS-555 2349.93 



Panasonh CT 13861 




Panasonic. 

AG-EZ30U 

1 CCO MlMtor .■■er./«erer« 1 er 

9^ 



ber'CfQir? 



HO Mimffy aottttits 
12» Sko.lbr. Pocki/lellerj Ittl! 
Hi»fMX-33AH87PlditSlny8-mi .8900 
Jlnrf IB-5 4 5 AH S.PjrJi t5ow Brren^_9SJn 
Ae»IW.-7 6AM3.PxvlS7-' F 3-.T- !W CO 

«e»im.99AHT7PirJU5ll77,Hm . 16900 

'BES4J15<3AHI2rSnouUtlBKPU 8390 

■£l(C45AHI!vSI»iol*ell»yB» 11995 

"PRB-10 I0AH 12v 3niy Pldc 5995 

•PSB-1S I4AH12V Buniy PW 9990 

•PSB-154 11 AH !2< Bttly Pari 119.90 

-P»B-202OAHIeVSamyPSc 13990 

FrolAVrtBane^Wt CAa 

EJrJTtallWtftSjIierrtetl -.. CAa 

JB-4D . .8990 JB-5D. 119-90 

'XL! 71:k !. ...;:: S4O.0O 

t^emael C«««ir fctlrr, l..«j HUJ.U11 

Cenmicld C«.(eid(i Ecrirry PmIii 

. I.P Oelpel: 

LA-144Sen« CALL LA-IAESeris. CALL 

IDX TECHNOLOGY 

Hiah-Pttfotmantt talttry Patkt 1 
Chat at/ 1 

HP-IB CALL W^IBlEO CALL 

flPlrJllJVLED CALL BP-9Q WU 

{■G-EP212 CALL AG-EP20 CALL 

NPL-4Q CALL DrllaCurgers.... .CALL 



PHOENIX r~ 

lanal Vidaa ttnm. r .CAtt 



CITIZEN 




M-329 II iPAL,.. 129.50 ACAaiptw T9M 

H-93B LCD 3 & Monilor __!S4.ffl) 

W-93-B LCD 3 3 Moni-.ai (PAL] . .Special! 1 59 90 



Contforder 
System Outfits 



Outfit #1 

5-Tnr Wirrinfr tflMllon 
EflTiBjUiry 
VldioDilmaCiti 
UV Prate-din Fllln 
Tripod w.PinhBld 
I 3 Ttpu 

Outfit #2 

' 5-Tiar Warranty Exitis^DR 

' Extra Battery 

' Vjdec Dflluis Cass 

■ Vld&o Fluid Hofla TrliwJ 
' UV Pnlicllfa FlfKr 
' Hiatl Ottmr 

■ 3 TipBt 

Outfit #3 

■ S-Vui W-iimiRty EHension 
1 ?Ej1f| HoM.|m?att»ri« 
1 VldiaOilUH Cue 

> VldtoTluldltiad Irlpcd 

> UV PraUtli^B FiJIer 
' Pro Falaiirer 

• Had Chinar 

• Oeiuifl Telepliol-B 

• Wids AnBlBAtEssioryLBiHes 

• 3 Tapu-s 

For Digital Cat! 



JSfc 






^lAZDEN 

EC2-M0 Mm Zoom Mc ^50.90 

WXT Pro. 129.50 

WKX-Prq Vl*t ftjmelee' 139 90 

WHS-Rrofflr rVnelst Ui: 11990 

Mlfl-PtoRtc 16890 WW.TPro 9990 

WJTPro ...7490 WR Pre 75-90 

WH22ProR« ISIS} 

CAM-3 Aulo Mt Moor 43j9n 

111 LT 34590 111 KT .25590 

111 HS CALL 111 XT... 285.90 

31 LT 69.90 31 XT 119.90 

Producer Sews CALL PHlcreurctSericCALL 

[TIlEWIVHEIIER 

HD-421 . CALL UKE-30O 159.90 

ME-S2. CBLL ME-Gt CALL 

ME-66 CALL ME4S7 -CAa 

UKE2-60 CALL MD-431P CAa 

SONY MK...CAU 

SHURE MK...CAU 

AKG iWUC CALL 



bogen 



3063 UM PMd HHd 



JW 



4rr at Olqitsl Mrferr 

■ n 



3065 Uwtrut Cr*Vito ».-3056 Had .4E9.S0 

MMCrK .YiMFlgd Head 18890 

3116 3911 ««riFk*lHBd 159.93 

31 15 3368 Unwmt »lto fluo Head. J79 90 
31243011 vUtreRueHal 11980 

3125 JJ2l»«cni Rut Bead 13990 

3126 MaoFUd Had J.7J0 

3130 Cfi Mere) FloeJ Had 4990 

3131 30733 Tripod wMf* Fluid Head 229 90 
3135 3036 Tripod *.U.n.Fljr3Hf3d 24950 
31433046 TllooOwMn: H.72 HU3 229 90 

3141-513-10 Tnood KA 103990 

3147 510 Pic Vdeo Head. 699.90 

3150 3051 TnpoflWUni Floid Hfaa 26993 

3160 XL FfcjKHtld _ 49.90 

3163 301 lr.Hl Fro Held 1 19.90 

3176 3021 Tnood n/3130 Had ...._.149.90 

3179 3011 Tnood vrfflB Head T19.90 

3161 LV(P70C™V<leow.75nliii Ban .16990 
3183 LW Pro CuieVOeo «3066 Head .449.90 
3187 Mra-ProBBSWeoWSOie Head .499.90 

3193 Pro OeMcw Tdpod i99.O0 

3190-510-IOTnfMlol 10399) 

3192-5I0-I0 TrcM ft 105990 

3t93 5l0-!0T.«dlW 106990 

31MProCi™7ArKleo»a»6Head 59390 

3274 316 HDCrfieVrteo Had 569.90 

CLIDECmU 

1000 Pro StaWuer —14990 

3000 Pro SlaMatr ..43990 

DoalG CALL Body Pro 11960 

BodyPoC 11490 Cairca-e 100.399.90 

V-lfl 339990 V-20 399990 




DV KBAf Prg CAli 

DY Dfl-rt LPC CALL 

AVMaiHiplu! 53990 

DV lAlilei DV J AV Caotorf Cards 2399.90 

VM-50130 -..CALL 

VM Urle ^lli 1/0 CAa 



DTCA-8 CALL PCM-R300 CALL 

PCM R50O CALL TCD-D8 CALL 

TCG100 CALL 



Pro Video IF 

YKia*67IRS.. 
Yd 18* 98 [PS 



CWJ. 

FUJINON 

AI9XE7ERM CALL 

LOWELL 

LflCMo GlffluK KB CALL 

MIRO 

WOfOOCM 17JS.90 

DV300 [FreWim) 679.90 

DC-20P1U1 46S-90 

0C-3O Vrfeo & Audio Clplore Plus 

AdoW Frenwre 4 2 69990 

S!u» lOOVild Edeor .199.90 

MEDIA lOO 

2X 159990 OXS ..5199.90 

tuga 1KB Cjpljre Card 1379 90 

Full Line tollable, Pleeii Cell 

BROADWAY 

B-rj:,-.j r 25 £55 7,: 

PERCEPTION 

Dggdal VkM Worlalahon -2199.90 

DPS 

EdiBayProA/V 629.90 

Spanc Piui Pre Wee 199 90 

Spirts 369 90 

Power sjrge VolumeA, Generator 379.90 

PVR 2500 Digi'ai Video Wortsation CAU 

TRUEVISION 

Uai 1(03 AA1 Pro 1439.90 

Tana 1033 3-D TV/ Pro CALL 

la.gj 2&30 Tctal Ssjlcn CALL 

E-a,acc 2500AV Capture Card _ 775.90 



26990 
..44990 
74990 



MedJ Sivdo Pro 5 VtfJec EC lor .41990 

Pnolourom CALL Weoraior CALL 



DA-PI Dai CALL OA-20 MKIt Dal CALL 
DA-30 WKII Dal .- CALL 



Aiesis CALL Ashli CALL 

Btl.nr.jer CALL OBI CALL 

FurmiTi CALL Pane CALL 

SlMm OJ3L 

Ahnn CALL Bogen CALL 

Citn CALL Crn.n CALL 

Elettro Voipj CALL HapiK.- CAU 

JVC CALL Mai. it CAR 

Tldioltl ....CALL 

COOL LUX 

Co.! JTJIs 

LK-2201 LULL LK-2Z02 CAU 

LK-2203 CALL LK-223J CALL 



SAMSON 

VLXTD CAU 

SHURE 

r atrrCe Whtltll 

IGS CALL TGD...... CALL 

THD CALL TUS CALL 

TPD CALL TPS.„ CAU 



ENB-S00 CALL VT-500 -CAa 

TVMSQ CALL Fr.lR-707-iVT5S...CAa 
FMB-150 _ -CAU 



WRT410A CAU ".HT-820A CAU. 

WRT-830A CAU 1VHT-36QA CALL 



FX3D 14990 PA3CPro .37990 

MICROTECH GEFELL 

MT-7I1S CALL VMT-70S CAU 

VMT-921S CAU 



\ 



Aill, CAU Fniman CALL 

imelli. CALL Gemini CAU 

1202-VL2 CALL CS-1SC4-VLZ .CALL 

1402-VL2 CALL Sfl-24-1 CAU 

SB-32-4 CAU 

PIONEER 

DJM-300 CALL CJM-500 CAU 



CALL IAt.FW-12 CALL 



ERIM-Diii'ji Muer 46990 

SFX-L Alio Control L Video LrWt 69 95 

SF»-7 Video Editor... 7990 

SED-EM Edit Master B9.90 



SCV/-2 CaldiTliat . 



143 55 



FP33 CAU FP410 CAU 

U-267 CALL M-268 CAU 

SCH-810 CAU 

STUDIOMASTER 

102 CALL 14? .- CAU 

182 CALL PI0-2 163 CAU 

Pro-2 203 CAU 



YOUR SOURCE FOR 



SrfJpptfij, ane h. ■,■■■• 
i be in mint, eritfftiaf box with at? tfotumc. 



SAVINGS ON All YOUR fllJH, VIDEO AND PHOTO HEEDS! 



air ftoniciundob' 



1 



CALL 800-544^6599 

MONDAY-FRIDAY 9-6, CST 

INFORMATION 414-548-8120 • FAX 414-548-8130 
TECH SUPPORT/RMAs 414-548-8159 -12-4 PM, Mon-Fri. 




VISA 






Safe Harbor 
Computers - 

Your #1 Source for Digital 
Video, 3D Animation, and 
Multimedia Products. 



Visual Inspirations 



Batch Factory, Amiga 49.99 

Control Tower 2.0 Call 

Corporate Video Backgrounds is a 
collection ot 250 visually stunning, 
royalty-tree backgrounds which can be 
used in any Mac. Intel, or Amiga-based 
Video Editing Facility... 
Corporate Video Backgrounds. ..89. 99 
Decision Maker, Amiga 179. 00 

Surface Pro provides you with over 60 
new seamless, image-based surfaces 
that are instantly available through 
Lightwave. No matter what the shape 
or size you'll never see a seamline... 
Surface Pro for LW, Amiga/Intel .59.00 




Harness the power of imageFX with 
Visual FX for ImageFX. Features 
volumes of transitions and Special FX 
templates; can also be used with the 
Flyer, VLAB Motion. Oraco, and PAR.... 

Visual FX lor ImageFX #1 , Amiga ..89.00 
Visual FX tor ImageFX #2, Amiga .105.00 
Visual FX for ImageFX #3, Amiga .110.99 
Visual FX for ImageFX #4, Amiga .110.99 




T 
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The Lightwave 3D Plug-in Experts! 

Fractalizer, DEC 149.00 

Fractalizer, Intel/Mac 129.00 

LockS Key, Intel 114.99 

LumeTools Complete set, 

Intel/DEC 643.99 

. 
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Edit Bay - Analog video capture card 
includes Video Action Pro 5.0 ...729.99 

[Perception RT- A dual 

tStream video editing 
system. It is a totally 
integrated hardware 
and software 

system! Call 

Perception A4V Audio Card. ..1159, 00 

Perception NTSC PC 1549.00 

Perceplion Capture Card 809.39 

Perception/Capture Card 

Bundle 2349.99 

Perception Bundle/Video 

Action PVR 5.0 2759.00 

Perception Executive Producer - This 
value pack includes PVR, Capture Card, 
FX Accelerator, A4V Audio Card and 
Video Action NT 5.0 3975.00 



DPS 



Particle Storm 1.2, Intel 249.00 

Particle Storm 2.0, Intel/Mac Call 

Particle Storm Lite Upgrade, 

Intel/DEC Call 

RealiTools, DEC 149.00 

FteajiTools, Intel 121.99 

Shaderman, DEC „„.,. 149,00 

Shaderman, Intel 125.99 

Stripper, Intel 98.99 

Tree Druid, Intel/Mac/DEC 169.00 

Thor, Intel/Mac/DEC 115.00 



Perceplion F/X Accelerator ....825.00 

Personal TBC IV 833.00 

Personal TBC Plus ...., 1223.00 

Personal V Scope 823.00 

Spark DV-2D0D, Intel 659.99 

Spark Plusw/o 

Adobe Premiere 825,99 

Spark Plus w/Adobe Premiere .789.99 
Universal Transcoder DPS-210 .1239.00 
::::lfa. 



WE NEVER CLOSE 



I 
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sony SPSeagate Quantum 

Quantum Atlas II 9.1GB Ultra Narrow/Wide...., 

Quantum Atlas III 9.1GB Wide 

Seagate ST91685AG 1.6GB IDE 2,5" 

Seagate ST34572 Narrow/Wide 4.5GB Ultra Barracuda.. 
Seagate ST39173 Narrow/Wide 9.1GB Ultra Barracuda... 
Seagate ST34501 Narrow/Wide 4.5GB Ultra Cheetah . 

Seagate ST39102W 9.1GB Ultra Cheetah 

Seagate ST1 18273 Narrow/Wide 1 8GB Ultra SCSI Call 

Seagate ST423451 Narrow/Wide 23.4GB Ultra Elite Call 

Sony SDT 9000 DAT 12GB Int. w/cartridge (Great with the Flyer!) ..1065.00 





Have fun mixing and creating your own 
music! ACID allows you to bring your 
own audio samples or work with a 
library of hundreds ot cutting edge 
loops in many different instruments 
and musical styles. ACID Call 

Loops for ACID: 
Funky xtreams 1 , Funkyxtreams2, 
Signals 1, Signals 2, Syntonic 

Generator, Slreet Beats Call 

Batch Converter Call 

Spectrum Analysis Call 

Professional CD Factory Call 

CD Architect Call 



Sound Forge 4.0 - Professional sound 
editing for Windows; produce studio 
quality audio with, an impressive set of 
effects, processes, and tools; expand- 
able plug-in architecture supports 
DirectX Audio Plug-Ins., 

Sound FDrge4,0 Call 

Sound Forge XP4.0 - Heighten your 
internet presence and bring your multi- 
media projects alive with dozens of 
audio effects and processing tools, 
Record, edit and process mono or 
stereo files quickly and easily. 
Sound Forge XP 4.0 Call 

Acoustic Mirror - New! Recreate 
acoustic environments with this signal- 
processing tool. Adds real sounds to 

existing recordings Call sonic 

DirectX Noise 

Reduction Call 

XFX1.2, and 3 Call 

Soft Encode Call 



ProMix and Render FX are 
excellent software programs 
for the Toaster/Flyer system! 

ProMix keeps you Irom running out of 
audio tracks. Preserve audio levels, 
pans, balance, fades, and timing while 
mixing clips. ProMix 80.00 

Bring back those neat Toaster tricks 
with Render FX. Transform any Toaster 
effect into a single Flyer clip. 
Render FX 125.00 



M 



Puppet Master - Amazing plug-in for 
Lightwave! Created by Fori Owurowa, 
this product aids in character anima- 
tion. Features: Allows you to pick 
points on your object by assigning 
them as separate groups and move 
them individually, enables you to cut 
your object into sections, and much 

more Definitely a must have! 

Requires Lightwave 5,0 and up. 

Puppet Master, Intel 299.00 

Puppet Master. Mac 299.0D 

Puppet Master 



Flyer Flight Notes is just what you 
need to work your Flyer to its potential. 
This is a must-have tutorial presented 

by a top-notch Flyer expert 35.00 

When purchased with ProMix or 

Rcn±rFX 25.00 

Mark Thompson Videos 

#1 Layout Tips 55.00 

#2 Materials 55.00 

f3 Character Modeling 46.00 



PROWAVE, INC. 




Aussie's Fast Frames 2.0. Amiga .75.00 

Co-Pilot Video 1,0. Amiga 89.00 

Co-Pilot Audio 1.0. Amiga 89.00 

Co-Pilot Video/Audio 1.0 

Bundle, Amiga 170.00 

Multicam Editor 1 29.00 







order securely on-line • www.sharbor.com 
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TOASTER/FLYER PRODUCTS 



Audio Thunder 65.99 

AV8RPro + + 369.00 

Toaster 4.1d Upgrade CD ..345.99 

YCP-200 499,00 

Call us for tuH quotes gflMmttft Toaster, 
Toaster Upgrades. and Flyer systems' 



ANIMATION/EDITING/ 
GRAPHICS/SOFTWARE 



Adobe Premiere, Mac 495.00 

Adobe Premiere V5.0, Intel ..595.00 
After Effects, lntel/Mac.609.99/629 
Animation Master 98, 

Intel/Mac 176.99 

Animation Master 98, 

Networking Intel/Mac 499.00 

Boris FX 3.1 400.00 

Bryce3D 189.00 

Elastic Dreams, Amiga 83.00 

Final Effects Complete Intel/Mac .Call 

Fire CD 44.99 

Hollywood F/X 3.0, Intel .,..359.00 
Imagine, Amiga/Intel. .100/319. 00 

Kai's Power Goo 25.00 

Kai's Photo Soap 39,99 

Lightscape 3.1 355.99 

Logo Motion 85.99 

MacroForm2.0 Call 

Media Studio Pro 5.0 399.99 

Moving Textures 229.99 

Organica 149.00 

Painter 3D 259.00 

PhotoShop 5.0 639.00 

Poser3 179.99 

Pyromania I S 2 CD Bundle. .159.99 
Pyromania Pro, Intel/Mac ...21 9.00 

Real 3D, Amiga 289.00 

Wavemaker 2.5, Amiga 125.00 

Wildlife. Amiga 149.00 

World Construction Set 3.0 ....Call 
X-DVE. Amiga 168.00 



|»j7 IKTMNATIONAI 

I V^l J.IViAtl 
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Relief - Lightwave plug-in for generat- 
ing landscapes Irom USGS DEM files or 

Bitmaps 189.00 

Shock Wave 1.0- Lightwave plug-in 

for controllable shaking! 38.00 

Logo Wizard - Stand-alone application 

lo create logo lly-ins 189.00 

Pathfinder 3.0 - Platform conversion 
program tor Lightwave 3D 129.00 
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MOTION 



Con- 
Motion 2.0 
Lightwave 
plug-in utility. For control over the posi- 
tioning and movement of objects, 
bones, anil light sources. Requires: 

Lightwave 5.0+ 339.00 

Parrycles - New plug-m tor Lightwave 
5.0 and up! Do particle effects easily 
Full integration, total control over 
direction, strength, extinction, and 
recycling of the particles and gravity 
effects. Includes a shader plug-in to 
change color, and a collision plug-in to 
control the impact ol the particles with 
objects 229.00 



UT0RIAL 



VIDEO TAPES 

Advanced Features, Lightwave 31.99 

Animation Essentials 31 .99 

Digital Cinematography 31.99 

Flyer Advanced Techniques 31.99 

Flyer Essentials 31 .99 

Kinematics & Contortions 31 .99 

Lighting & Camera Effects 31.99 



Lightwave 3D 5.5 Essentials 210.99 

Lightwave 3D 5.6 Tutorial Bundle .121 .99 

Lightwave 3D Modeler 1 & 2 59.99 

Lightwave lab #1or #2 Characters..Call 

Lightwave Quicksort 5.6 31.99 

Mastering Modeler 31 .99 

Modeling Essentials 31 .99 

Organic Modeling & Animation ....31,99 

PhotoShop Essentials 31.99 

Plug-In Power 31.99 

Power Modeling 31 .99 

Pro Flying Logos 31.99 



Pyrotechniques 31.99 

Steamer -Effects Tutorial 31.99 

Surfacing Essentials , ,31.99 

Surfacing Techniques 31.99 

Spacecraft Modeling Design 31.99 

Spacecraft Surfacing 31.99 

Video Toaster Essentials 31.99 

BOOKS 

Flyer Mastery Guide Vol 2 125.00 

Inside Lightwave 3D 5.5 ..41.99 

Lightwave 5 Character Animation.. 44,00 
Lightwave Power Guide 44,00 






in STOCK! ^LIGHTWAVE 3 D 







Call tor Pricing on 

Toaster and Flyer 

Systems. 



LightWaVB 3D 5.6 - Powerful 3D software that 
unleashes your imagination and gives you the 
freedom to put creativity in motion! 

Lightwave 5.6. Mac 1799.00 

Lightwave 5.6 Intel 

w/lnterior Design Collection 1799.00 

Lightwave 5-5.6 Upgrade, Intel , 425,00 

Lightwave 5-5.6 Upgrade. DEC 429.00 

Lightwave 4-5.6 Upgrade, Intel 609.00 

Lightwave 4-5.0 Upgrade. Amiga 289.00 

Lightwave 5-5.6 Upgrade. Mac 429.99 



LIGHTWAVE PLUG-INS 

Film Grain 129.00 

Motion Pack, Intel/DEC 229.00 

NEW PRODUCTS! 

Sale Harbor Graphics Package - Includes 
Lightwave, Aura, Particle Storm 1 ,2, Movie 

Models, and DarkTree Textures Call 

Aura Call 

Inspire 3D Call 

■*■■■>*>•■■>■■■■■■•■■«■■■•■■■■■■■*■■ 

Calibar Test Signal Generator 399.00 

Call tor School or Government discounts. 
Competitive or Cross Plattorm Upgrades! 







This super cool, 
interactive 
Lightwave tutorial 
provides 
excellent tips, 
info, and great 
entertainment. 

LENYCDi/1 69.00 

LENYCD#2 Great tips for 
improving character animation in 
Lightwave 5,5 45.00 





TNI-V Is a new 

form of texture mapping that 
allows for perfect mapping with 

no distortion 259.99 

Genesis lor Lightwave: Visual 
effects plug-in! Features lens 
flares, lightning, gas clouds, space 
effects, and more! 315.D0 

MeshPainl3D, Intel/ 

Mac/DEC 65.00 




ImageFXS.O 

w/CineMorph 

is the most complete 

image processing solution you'll 

find for the Amiga. Easy and 

powerful interface; fantastic 

special effects. -irnageFX 3.0 

w/CineMorph, Amiga 229.00 

Aladdin 4D 189.00 

IrnageFX MD Aladdin 4D.. 350.00 



Sale Harbor Is dedicated to providing quality digital video, animation 

and multimedia products, technical expertise, and courteous, 

personalized service to our customers to maintain our impeccable 

reputation and total customer satisfaction. 



Terms: POs accepted Irom schools 
and government agencies • Personal 
checks require 7 flays to clear ■ 
Detective products replaced 
promptly, RMA number required 
(call 414-543-3159) tor all 
merchandise returns Returns 
not accepted after 15 days. 
Relumed products trust be in 
original packaging, postage 
prepaid. Opened sotrware not 
relumadte. Shipping charges 
not refundable. Returns sub-eel 
to a 15% restocking lee.* Not 
responsible for typos Prices 
subject to change. 
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Register now for 
Animation Career 
Training Classes in 
Lightwave 3D in the 
San Francisco Bay Area! 



Full Time Classes • Part Time • Corp. Training 
•Animation Resources, Sales & Service 



www.exchange3d.com 

999 E. Stanley Blvd. 

Livermore, CA 

W % 94550 

NewTekW^O) 

371-4500 




animation 
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> NEW FLYER PLUG-INS! < 

NEW! Stealth FlyerWire™ - S349.95 A professional, 
all-metal, 7-button wired remote with jog wheel to scrub 
& edit Flyer clips. The Stealth software driver GUI pops 
up on the Flyer's own screen to hook directly into the 
Flyer system for clip Play, Pause, FF, REW, Edit, and 
live timecode readouts. Includes the amazing real-time 
LayerPlayer™ dual-stream Flyer clip video mixer, too. 

NEW! Stealth LayerPlayer™ - $129.95 Software-only 
interactive LayerPlayer™, the amazing technology that 
gives you real-time, dual-stream Flyer clip mix, layer, 
and key-over in a Stealth GUI right on the Flyer screen. 

NEW! AV8R-DX The best-selling batch digitizing 
tools are now flying solo. A real proven winner - from 
camcorders to BetaCam decks; logs tape to an EDL and 
timeline; on-screen deck controls (Play, Pause, Jog, FF, 
REW), and more. Easy to learn, fast, and accurate. 
Even records the tape timecodes right into your clips. 
INTRO SPECIAL - $99.95 WITH RS422 CABLE! 

MegageM Digital Media 

805 349 1104 www.megagem.com 

Lots of product info, screen shots, sample 

LayerPlayer clips, user feedback, and more 

> ON THE WEB < 
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Atlanta, Georgia 



Video Workstations 



tssP 



Media 100 
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Lightwave 3D 

TRY BEFORE YOU BUY! 

ACS Computer & Video Specializes in computer 

based video systems sales, service and support. 

Our technicians have been in the business for 

years and have hands-on knowledge in all 

aspects of Amiga, Macintosh and PC based 

editing systems. We build custom graphics and 

video workstations and provide training in the 

use of all software we carry, including Newtek 

Lightwave 3D, Adobe Photoshop and Adobe 

AfterEffects. Trinity, Media 100 and Flyer suites 

are always available for demo. 



Repairs and upgrades 
on at! Amigas 

All components in stock and available for 
exchange. Loaner Toasters available! 



Amitrace Computer Systems 
ACS Computer & Video 

5344 Jimmy Carter Blvd. Norcross, GA 30093 



Ph: (770)263-9190 
Fax: (770)263-7852 



Toll Free: 

1-800-962-4489 

(orders only) 



ADVERTISE 

iii the 

NewTekniques 
CLASSIFIEDS 



FOR RATES AND 

INFORMATION, 

CALL 



LUANNE RAO, 
(212)279-3336 



VIDEO TOASTER 

& FLYER SYSTEMS 

BUY -SELL -TRADE 

New and Used 

AMIGA COMPUTERS 

Amiga Parts & Repairs 



New DV Products ! 

Canon DV Cameras 

Radius & Fast DV Editing 

Custom NT DV Workstations 



FREE video accessory & bulk 
videotape catalog available 

Ph.610-372-1010 

Fax 610-378-9606 

E-mail econnect@ptd.net 

Call, Fax, or E-mail us with 

your list of items to sell, 

trade, or purchase 



vvww.electronicconnection.com 



ELECTRONIC CONNECTION 

635 Penn. Avenue 

West Reading, PA 19611 

"Our 15th Year in Business" 
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UGHTWAVE-ALLHMORMS 




Amiga Service Center 



Voice: Hardware & Software: 

(619) 589-9455 Phase V Power Up 

p ax . Graphic and 

tKia\ coo oirt Accelerator Cards, 
(01VJ ^»y-^ZJ>U jBCs and Genlocks 
Lightwave plug-ins 



Email: 
tIivcly@connectnet.com 



The Lively 
Computer 

8314 Parkway Dr., 
La Mesa, CA 
91942 



Lightwave tutorials 
LAN & Internet sw 
JAZ & DAT 
removable media 
CD-Rom Writers 
A4000Tand A 1200s 
Multi-platform 
networking 
23 GB drives 



10* 



ALPHA RENDERING 
http://vvvvvv.ivvorks.com/tlc/ 

NONLINEAR EDITING 





NewTek 



Authorized 
LightWave 3D 
Training Center 
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NewTek is pleased to 
announce the 
opening of its 
New York 
training 
center 

Beginner, 
Intermediate 
and Advanced 
Level Courses 

Future Media 
Concepts 




m i i 
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Training for the 21st Century 

Information and registration online at 

www.fmctrainrng.com Tel: 212.888.6314 
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Videology, Inc. 



Serving the professional video and 
computer graphics marketplace. 

Sales, Service and support for: 

NewTek 

LightWave 3D. Toaster, Flyer " 

Amiga" 

Can-era Workstations 

Intel Workstations 

DataDirect Video Storage 

for Media 100, MCXpress, PostBox. etc 

LET'S TALK! 

(800)411-3332 
videology@snet.net 

■ ~ Complete Flyer NLE systems with one hour of video 

storage for under S8.000. 

+ -New Amiga coming with five 

times the speed of Pentium II 

CirclB #230 



Fill out fhe subscription card 
in this issue, or call 
800/346-0085 ext. 477 




CustomJWodeling 

VlSUAtifZATfOfi 

3D ml 




RECON3D 

3D OBJECT COLLECTION 



TO ORDER 
CALL TOLL FREE 
1- 877- RECON3D 

Art Recon Inc. 

"sssrsx E-mail: info@artrecon.com 
Tel:403-2B9-2454 Fax:403-289-2050 

Calgary, Canada 



The Next and ONLY Way 
You'll Man Textures! 




Trtl-U 
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Analytical Mapping System 
Patent Pending 

includes LightWave 
UV Shader and 
Built-in UV Editor 



p o ; f t r o n 



www.3dgraphics.com 

402.330.7011 
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IDVS-Direcii 800-379-7267 



69 Beaver Dr. suite 110 Dubois Pa 15801 Your Direct Source for Desktop Video 

PH814371 5640 Ff" 



ADDA 



To Your Toaster System 



DVS Direct is Your #1 Source for All Video Toaster and 
Flyer Products . We use the Flyer and understand the 

needs of the Video Production Professional . 
DVS Direct is a Full Service Newtek Authorized Dealer. 



&P Seagate 

4, 9, 23 GB Video Drives 



NEW 

Lower Prices 

On Toaster /Flyer 

Turnkey Systems 

Call for Details 




Snapshot for 

Newtek's Video 

Toaster and 

Flyer 

Only $69.95 
Snapshot automates the task of grabbing still photos to 
Toaster FramBstore$ or Flyer stills and includes a GPI 
foot control. Snapshot Is perfectly suited for the wedding 
and event producer" needing to digitize large numbers of 
photographs quickly and easily. The foot controller allows 
the user to keep their hands free to operate the camera 
and handle the photos. The user need not touch the 
keyboard or mouse until done with the digitizing process. 
Snapshot automatically names the stills or framestores in 
the order they are grabbed. This allows the user to grab a 
large number of pictures in the order needed and then 
move them quickly into a project. Snapshot now works 
with all versions of Toaster Software. Requires Arexx . 
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T.S. Computers 
& Video 

818-760-4445 www.vgn.com 

11300 Hartland Street North Hollywood CA 91605 

N=wT=K 

INCORPORATED ' 

flVer 5 

LIGHTWAVE 3D 

T.S. Computers has been 
addressing the needs of video 
professionals and animators for 
over fifteen years. We are a full- 
service dealer, and our 
professional staff looks forward 
to providing you with the tools 
you need to get the job done! 




AMIGA 




VIDEO RECORDER 
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Fill out the subscription card in 
this issue, or call 
800/346-0085 ext. 477 




I 



^ 



Authorized NewTek Center tor Canada featuring; 
Lightwave 3D, Inspire, Toaster. Flyer & Calibar 



IDSHETj 



VIDEOLINK CANADA INC. 
Qk digital video and animation 

.. t 1 Custom Computer Workstations 

NewTek K 

computers, projectors, pro-video 
Sales. Service. Upgrades 

installation, diagnostics & repairs 
digital r 

" Educational & Multi-user Discounts 

Jy studios, classrooms & networks 

Graphic Design. A/V Production 

DEC Alpha 3D rendering 



\mi<;\ 



r 



Toll Free: 1-800-567-8481 



i 



In Toronto call: 1-416-690-1690 ; 

Wm95/rJT Amiga Mac SGI Sun MIPS { 
NewTek DPS Sanyo Phases Sony NEC 
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/""Fast, Easy "N 

Lip- Synching 

for Lightwave and Inspire 3D 



Talking Characters 

in minutes... V-*. 

~/ . v\ Directly from a 



sound file! 



Sec anil Hcnr Mouth 

^ . at www.talking-fish. 
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/"USED AMIGA EQUIPMENT^ 
FOR SALE 

• 4000-040 desktop's S850 

■ PAR cards S525; TBC-IV's S525 

• Toasters S350 up; Flyers S2195 

• Sunrize AD516 cards S495 

• 3000's S245 up; 3000T-040 S750 

• 2000's/accelerators/tower kits 

• 1200's S260 

BUY/SELL USED/NEW 
AMIGA SYSTEMS 

WE REPAIR ALL AMIGAS 
HardDrw ERS CO. 

407-636-3393 hrgreen@worldnet.att.net 

V y 
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ADVERTISERS 



COMPANY 

3D Exchange 

ACS Computer 

Amiga International, Inc. 

Art Recon, Inc. 

B&H Photo V.deo 

B & H Photo Video 

BJevins Enterprises, Inc. 

Credo Interactive. Inc. 

Desktop Images 

De Vine Computer SaJes 

Digital 4 ft 

Digital Video Direct 

Dimension Technology 

DVS Direct 

Dynamic Realities 

Electronic Connection 

Executive Digital and Imaging 

Future Media Concepts 

HardQrivers Co. 

Lightscape Technologies 

Lively Computers 

Megagem Digital Media 

NewTek. Inc. 

NewTek, Inc. 

NewTek, Inc. 

Nova Design, Inc. 

OZware 

Positron Publishing 

SafeHarbor Computers 

T S Computers 

Talking Fish Productions 

Videolink, Inc. 

Videology, Inc. 
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Say you saw it in NewTekniques 

Companies like to know where you heard 
about their product. So when asking for 
product information — or ordering a new 
product — tell them you saw it in 
NewTekniques. 





The must-read publication for LightWave 3D 
and Video Toaster/Flyer users and dealers. 
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How Much Would You Pay! 

My {(heme for Pricing the Movies 

Edgar Bronfman Jr., CEO of Seagram's (and 
therefore Universal Studios) recently said, 
"We, as an industry, charge consumers the 
same amount to see a movie that costs $2 million as we 
do for one that costs $200 million. This is a price model 
which makes no sense and I believe the entire industry 



should and must revisit it." 

Is he for real? Is he actually 
implying that I should have paid 
more to see Godzilla?*. 

Or that an over-inflated turkey 
like Armageddon should have cost 
ten bucks a pop while a small, 
independent (and vastly superior) 
film like Last Days of Disco should 
only be allowed to charge a dollar? 

I know the entertainment busi- 
ness is driven purely by greed, but 
come on, dude. You don't serious- 
ly expect us to believe that a sys- 
tem which generates billions of 
dollars in profits a year needs to 
be overhauled, do you? 

So what does prompt the owner 
of a giant movie studio to want to 
change this system' One word, 
folks: WATEBWORLD. Trust me— 
if you had laid out $200 million for 
a flop like that, you'd be spending 
your nights trying to think of ways 
to pay for it, too! 



Charging more for expensive 
movies simply will not work 
because, in the end, you're just 
not going to get a lot of consumers 
to pay top dollar for a poor prod- 
uct — no matter how much it cost 
you to make! They don't care and 
won't be forced to subsidize shod- 
dy workmanship. 

But this is exactly what Mr. 
Bronfman would like us to do! He 
thinks that because Waterworld 
cost a lot of money to make, we 
should pay a lot of money to see it 

Well, sir, you're wrong. Nobody 
cares that it cost you a ton of 
money to make a film about the 
ocean that should have been 
thrown into the ocean. All we care 
about is whether it's good or not, 
and if your movie sucks, you can 
stick your big budget where the 
sun don't shine, because we sure 
ain't gonna pay more to see it! 



You want to change the pricing 
structure of movie tickets? You 
want a new system that will be 
fair to everyone, yet will still price 
on a sliding scale? Hey, no prob- 
lem—simply charge according to 
how good the movie is! I'll even 
tell you how to do it. You round up 
a few hundred people in a handful 
of cities, show them the film for 
free at a screening, and have them 
rate it on a scale of one to ten. The 
average rating becomes your tick- 
et price when the film is released. 

Wasn't that easy? Let's put it to 
the test! Would you have paid ten 
bucks to see The Tinman Show? 
And how much better would you 
have felt if Godzilla had only cost 
a buck? See? Problem solved! 

And. don't tell me my idea is too 
radical or too different, because 
there is already a system like this 
in place— it's called television. TV 
ratings (based on a sampling of the 
public, just like my movie system) 
determine advertising rates. This 
money is what pays for the shows 
you watch. Shows with high rat- 
ings make a lot of money and those 
with low ratings don't earn as 
much. The bottom line? Good 
shows make more money than bad 
shows. Television has worked this 
way for fifty years and I don't hear 
any studios complaining about 
that system — so why not apply the 
same principal to movies? 

In fact, this new system would 
revolutionize the film industry. 
Not only would we be getting 
what we paid for, and not only 
would the studios be getting what 



Mojo proposes a quality- 
based pricing scale for 

movie tickets. 

BY MOJO 



they deserve, but for the first time 
in history, the executives at the 
studios would be genuinely con- 
cerned with how good their 
movies were! Instead of throwing 
gobs of cash at special effects, 
while shooting with half-finished 
scripts, you'd actually hear a pro- 
ducer say, "Well, I'm glad you've 
hired ILM. but do you really think 
Joe Esterhaus is up to writing 
Casablanca JT?" 

We'd actually get good movies, 
because the studios would know 
that only the good films get to 
charge top dollar. Sure, it's hard to 
predict what people will like, but 
the problem now is that no one in 
control seems to even care any- 
more. Now, they've finally woken 
up and realized that their mega 
budget, special-effects ridden 
opuses can quite easily bomb and 
that enough of these bombs can 
put them out of business, If they 
think they can save themselves by 
forcing us to pay more for this crap, 
they've got another thing coming. 

This summer's expensive duds 
did not fail because they cost 
too much to make; they failed 
because they blew chunks and no 
one wanted to go see them. So the 
answer, Mr. Bronfman, is not to 
charge more to see bad movies. 
The answer is to just make good 
ones. And, if you continue to 
insist on a new pricing system for 
the movies, remember one time- 
honored piece of advice: be care- 
ful what you wish for... 

Mojo is a supervising animator at 
Foundation imaging. 
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Qet FREE INFORMATION about the products & services in this issue! 

Simply circle the number on the card that corresponds to the 

Reader Service number shown on the ad or editorial copy that 

interests you f and drop the card in the mail todayl 



It's Fast . . 
It's Easy . 

IT'S 
FREE! 

Use the cards 
to the right 
to get free 
information, 
brochures, 
special offers, 
and sometimes 
discounts! 

1. Fill out the 
card. 

2. Circle the 
desired 
numbers. 

3. Mail or fax 
the card 
today! 




FREE INFORMATION 



131 W 1st St., Duluth, MN 56802-2065 
Phone: 218-723-9477 ■ Fax: 413-637-4343 
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BUYER'S GUIDE: VERSATILE COLOfl PRINTERS 
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PC Graphics & Video 
Magazine the leading Windows 
publication for digital content 
creation. Monthly reviews, 
features, how-to's and new 
product announcements. 
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Digital Studio Magazine -^» • 

takes you inside the hottest digital 
studios in the entertainment industry. 
The people, the projects, and the tech- 
nology revolution. Six times a year! 
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ii Titanic really shows what computer animation 
can do for a film. We're very proud of it. 





© 20th Century Fox / Paramount Pictures. Image Courtesy of Digital Domain 



II Titanic was big in every way. A big film. A big challenge. And, 
in the end, a big reward. But the trick with the animation was to 
achieve the look and result James Cameron was going lor. 

As huge as the Titanic set was, we still had to add the hull and 
extensions to the scenes. And when the treasure seekers tell 
Old Rose what happened to die ship that night, it's computer 
animation that visualizes the story. 

We chose IJghtWave 3D to bring it to life. Its speed, workflow 
and how easy it is to learn and use are terrific. That's important, 
because our artists are so exacting about quality, we tinker end- 
lessly on details other people may never even see. But doing diat 
means constant review and feedback. So, the faster we can go 
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from idea to visual in film or commercial work, the more time 
we have to review and get exactly what we're after. LightWave 
3D gives us diat time. 

LightWave 3D also lets you model, animate, light and render in 
one package - which speeds up die creative process. 

Widi Titanic, we had a wonderful chance to tell a story. . .:ind 
widi LightWave 3D. we had a great means of achieving diat. II 

- Edwant Kiunmei; Vice-PtvskleiU of Digital Opemtioiis, 
Digital Domain 
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EJfMR WORLD WITH UNSURPASS ED REALISM Create renderings of unsurpassed 
realism with Lightscape, the first software to combine radiositv and ray tracing with physically-based 
lighting. As the world's best rendcrer, Lightscape 3 for Wtndows*95 and NT greatly enhances vour 
current 3D modeling and animation packages by adding subtle bur important lighting effects, such as 
soft shadows and color bleeding, to anv 3D project. With Lightscape's ability to accurately calculate 
both direct and indirect light, there is no need to "take" the lighting to achieve great results. Whether 
creating 3D graphics lor real-time display or pre-rendered animations. Lightscape's revolutionary 
approach to lighting allows von to achieve a level of realism never before possible. 

Now this powerful tool is an even greater value at just $495. And there's no risk with our unconditional 
60-day money-back guarantee. Plus, vou'U receive free technical phone support lor the first 90 days, and 
unlimited free fax, e-mail and Web support. Take advantage of this special offer and acquire your 
competitive edge today. 



"I will never do another 3D project 

where realistic lighting is the goal 

without using Lightscape. ..there's no 

better way to make a scene look real." 

James G. Jones 

Owner/Animator 
Pixel Systems 



U1 . NOW ONLY $495! Purchase Lightscape 3 Today. 
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